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The future of electronic entertainment 


г he ЕЗ storm has long since passed, but the resonance 
of the event lingers in the memory, chiefly because it 
painted such a vivid portrait of the videogame industry 
as it moves into a new age. It was visible on the faces of the 
corporate suits wheeled out like so many mannequins to 
elaborately espouse the virtues of their own particular brand 
of e-entertainment, behind the cheese that accompanies 
events such as E3 by default. Even Shigeru Miyamoto, 
once among the most modest players within an industry 
increasingly built on hype, was sucked up into the whirl, 
taking to the stage at Nintendo's pre-E3 conference like 
Japan's answer to Rocky Balboa, his arms aloft, holding a 
GameCube unit in one hand and a controller in the other. 

But he had good reason to look triumphant = even before 
the E3 event itself had begun. With the videogaming 
landscape having looked so bleak for too long, a sense of 
palpable expectation lingered in the air, each conference 
attendee waiting to see where the industry's most stalwart - 
and routinely profitable, even in ‘lean’ times - player intended 
to take them. The destination looked compelling, if not wholly 
convincing. But, as the company's new mission statement 
goes, 'the Nintendo difference' was enough for Edge to 
place GameCube on this month's cover. This month's E3 
special (see p54) should give reason for even the most 
battered industry veteran to be optimistic, too. 

The showings of Microsoft and Sony provided stimulating 
viewing, too, as did the wares of Sega as it matures into a 
serious thirdparty developer (indeed, the latter provided some 
of E3's highlights on every platform). Of less interest as a 
gaming format, however, was the PC. Having taken a back 
seat in many developers' minds because of the existence of 
XBox (whether they're shovelling across code once intended 
for PC audiences or hastily assembling titles to ride on the 
back of Microsoft's $500m push), the monolithic computer 
struggled to make a fist of its validity as an entertainment 
system. Away from E3, however, Edge looked at He 
Unreal 2 (p38), which should assuage many fears. gi 
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Legend gives Edge an early look at 
Unreal 2, and talks engine advances, 
upped interaction, and oneplayer gaming 
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Inside... Revolution 


The York-based creator of the Broken 
Sword series explores morality in 
videogaming with Good Cop Bad Cop 
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The most interesting titles showcased at 
E3 grouped by breed and put through their 
paces by the rigorous Edge judging team 
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Edge goes on-set at the Berlin shoot of 
Paul Anderson's ‘Resident Evil: Ground Zero’ 
and talks guns and gore with Milla Jovovich 
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Threeway ЕЗ showdown offers no true victor 


But game industry's annual event does present new avenues for Sony's platform while introducing Nintendo's, and 


giving Microsoft the opportunity to learn all about the difficulties of launching a console platform ~ the hard way 





he most significant in its seven years of 

existence, 2001's E3, from May 17-18 
at the LA Convention Centre, saw Nintendo 
show its 128bit hand, Sony consolidate Its 
position as preferred platform provider, and 
Microsoft stumble its way fully into the 

Adeogame industry's conscience 
Three major issues will colour the next 
three days, namely Nintendo's decision to 
launch GameCube at $199 on November 5 
in the US (three days pnor to XBox}; Sony's 
apparent willingness to tum PS2 into some 
form of PC via email and other comms 
initiatives: and Microsoft's inability to deliver 
finished XBox dev kits, leaving many 
developers showing half-baked wares. 
But the action actually kicked off a 

day before tha show doors opened, with 
each player staging pre-conference 
presentations. Edge attended every one 


7:40am, May 16, LA Ent'ment 
Centre, Downtown LA 

Edge arrives early and is ushered into a 
breakfast area, and with pleasantnes and 


structure, which many erroneously assume 
is a speaker stand. After a little delayed 
start, Lome Lanning from Oddworld 
inhabitants enters in usual inimitable Texan 
style to subdued hollenng from crowd 
(blame the time of day), and sits confidently 
stagetront on stool provided. Predictable 
land now familiar) explanation of (he reason 
behind Oddworld's shift to Microsoft's 
128bit powerhouse follows, before Lanning 
gets on with demoing the impressive 
Munch's Oddysee, much to the 
entertainment of the assembled masses 
Robbie Bach. chief XBox officer, walks 
on stage to officially kick off proceedings 
With remarkable brevity, and displaying the 
efficiency of a Swiss banking clerk, he 
lowers the top of the monolith to reveal an 
XBox unit balanced imposingly on top. Then 
begin the video link glitehes that will plague 
the rest of the presentation. The crowd is 
promised the boot-up sequence, but with 
the projection screen unwilling to display 
such a thing Bach soon moves on to 
announce US release details - November 8, 


Three major issues colour the next three days: 
Nintendo's decision to launch GameCube at 

$199, Sony's willingness to turn PS2 into a PC, 
and Microsoft failing to deliver finished dev kits 


business cards exchanged with other 
members of the global games press, it's 
time to queue for Microsoft's big pre-E3 
event. Security is overly pedantic, Tecmo's 
representatives jump the queue, and ine 
doors duly open 
Although held in same place as Sega's 

event last year (and just metres from the 
SCEA pre-E3 conference set-up), the 

intenor has been completely covered in 
black material, and green spotlights 
complete the XBox-like trademark look. 
Seats arranged in neat rows are swiftly 
taken and, as ever with these types of 
events, oversubscription siighthy delays 
proceedings as latecomers are directed 
around the room looking for a potential 
seating spot. Many don't find one and end 
up awkwardly standing at the back. An 
organiser shouts out instructions against 
flash photography which, of course, will be 
subsequently ignored by those present 

Up on stage is a monolithic XBox 


$299, with 600-800,000 units in shops from 
day one, The announcement is swiftly 
followed by а showing of the actual game 
packaging, in expected XBox-green DVD 
casing. Bach says he's 'super excited', a 
term he will use again. And again 
Bungie's Halo product manager, Joe 

Staten, follows and showcases XBox's other 
potential killer app. Unoptimised frame rate 
glitches aside (which Edge is later informed 

s due to an autosave feature not fully 
implemented), this retains massive potential. 
Time restraints cut short an immersive- 
looking demo, even if Staten's foolish fireless 

attack on a gun-toting Covenant alien sees 
him quickly killed. At least the crowd gets to 
sea the intelligent autosave feature in action 

Bach steps back in to tell the crowd 

how excited he is about Halo and to 
introduce Glenn Schofield from Crystal 
Dynamics, who turns up with the colourful 
and quite pretty Magd Dash Racing - a 
multiple-route. seemingly alorified version ol 
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Robbie Bach shows off ХВох'5 big box along with a selection of games (top right), 
while Sega's Peter Moore talks excitedly about his company's XBox online plans (top left) 


Pen Pan Triathlon, and one of the few XBox 
demos apparently unaffected by notable 
framerate issues. Адап, time restricts the 
derno, but, as with most of the titles shown 
here, Edge will meet up with the game 
again during the show itself 

Bach retums to the stage to talk about 
EA's involvement with XBox, before inviting 


Westwood Studios’ Louis Castle to join him. 


First, obligatory MTV-on-speed-style edited 
VIGGO IS played showcasing typical 
franchises such as Madden and F1 XBox 
versions, seemingly indistinguisnable from 
their PS2 cousins. (Subsequent closer 
inspection at the show does reveal subtle 
differences — the way grass and gravel 
sticks to tyres and then depletes on XBox 
F1 2001 is possibly the best example of this 
effect Edge has come across in such a 
game, and a reasonable indication that the 
developer may potentially achieve far more 
visual attention to detail using Microsoft's 
hardware.) Then Castle Unveils new title 
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Pirates Of Skullcove land. Technical 
gremlins ensure that the soundtrack is 
heard first, eventually followed by the all- 
important image. Apparently a поп-датег, 
Castle soon gets his cleavage-exposing 
lady pirate (the main character) stuck 
against two assailants having slid down the 
side of a hill straight into them, ancd frantic 
button pushing inexplicably unleashes an 
explosion, killing off the duo. Amusingly, he 
then turns around still expecting to find his 
opponents there and is genuinely surprised 
to hind they have long (relatively speaking) 
disappeared. He therefore proceeds to 
board a ludicrously out-of-scale galleon and 
engages in a prolonged cannon battle with 
a litte ship. This sequence does appear 
genuinely entertaining and although the title 
does show promise, its early state does little 
to excite the audience. At least the water is 
very pleasantly rendered on the fly. 

Spirits are subsequently raised by 
Tecmo's Tomonobu Itagaki, Team Ninja 
leader and producer on Dead Or Alive 3. An 
uncomfortable wait ensues while the tech 
people fight the system to roll DOAS 
footage, during which time Itagaki-san 


Sega's Gunvalkyrie (top) was a visual 
XBox highlight at E3, joining conference 
saviours Halo (centre) and Munch's 
Oddysee (above) for Microsoft: 
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remains silent on stage, his otherwise 
emoaotionless expression just hinting at the 
frustration he might be feeling at the 
incompetence of the editing desk. 
Eventually, the right switch is pressed, the 
video kicks in, and is then followed by 
diplomatic comments about the XBbox 
system rather than gameplay innovations. 
Still, visually progress is looking very 
impressive and Itagaki claims that no other 
current machine could display this quality. 
Compared to the previous presentation, the 
crowd breathes a collective sigh of relief. 

Bach returns, understandably very 
excitad, and begins a series of 
announcements, the first of which is the 
exclusive licence to one of the more eagerly 
productions due from nearby Hollywood. 
oqueaky clean Steven Spielberg pops up in 
video form to PH the XBox format after tying 
the knot with Microsoft over rights to 
forthcoming long-term Kubrick project, 

‘Al’. Images range from very promising to 
worrying, with thirdperson segments 
looking good but flying elements less 

so. But it's early days. 

Bach returns to announce further 
licences Bruce Lee (Quest of the Dragon), 
and Mike Myers’ CGI flick ‘Shrek’, before 
introducing Capcom as Microsoft's latest 
Japanese videogame powerhouse ally. 

A charismatic Yoshiki Okamoto, 
Capcom's managing director, reads through 
his speech while his robot-like translator 
does a remarkable job of removing the 
enthusiasm. The fruits of this latest alliance 
are outlined in the announcement of 
Gemma Onimusha (an update rather than 
true sequel), Dino Crisis 3, and BRAIN-BOX 
(tentative title), a robot simulation game. 
Naturally, all three are exclusive to XBox. 
Video footage of producers Kaiji Inafune and 
Shinji Mikami is (eventually) played along 
with game coverage, although 
disappointingly no in-game Dino Crisis 3 
elements are shown, while nothing оп 
BRAIN-BOX is seen. Still, the deal 
represents yet another feather in 
XBox's expanding cap. 

Bach returns to talk about the 
innovation and excitement his people are 
bringing with XBox, though Edge finds one 
or two of the titles displayed so far a little 
too generic to comfortably fit under that 
description. But then things rapidly improve 
with the announcement of 27 companies 
already committed to supporting the XBox 
online experience. Bach talks 
enthusiastically about the potential for 
episodic gaming and reveals the XBox 
Communicator, a headset designed to 
render typing in online multiplaying 
scenarios a thing of the past. This is 
followed by a short video clip where 


representatives from Midway, Infogrames, 
Activision, Eidos, and THQ confirm their 
support for XBox's online push. Bach then 
reveals how super excited he is to see so 
many of the maior players behind his vision, 
before inviting Sega Of America president 
and COO Peter Moore to face the crowd. 

Moore stands on the stage where a 
year ago he demonstrated console online 
play with Ice-T to a drunken crowd during 
2000's Sega ЕЗ party, and announces 
Grazy Taxi Next and The House Of The 
Dead 3, exclusively for XBox. Interestingly, 
he goes on to state his belief that the next 
online battlefield will encompass the sports 
genre, and accordingly Sega is to brina four 
such titles for XBox during the course of 
next year — updates of the company's 
American football, basketball, baseball and 
ice hockey franchises. Thankfully, his 
commitment appears sincere. 

Hather than end on a high note, Bach 
then decides tb squeeze in a demonstration 
of the XBox multiplayer experience by 
bringing Infogrames’ NASCAR Heat into 
focus. Sadly, the presentation Is rushed and 
aithough the Infogrames representatives on 
stage are supposedly playing against 
colleagues backstage and up on the 
venue's first-floor balcony, the video feed 


Though the event is scheduled to kick 
off at 10:30am, by 10:40am the voluminous 
Bowl is still an absolute mess, camera 
crews tangling with PR execs and hotel 
porters keen to attend to the needs of the 
great and not so good in attendance. It is 
now standing-room only. Edge spots a 
familiar Nintendo face and questions are 
asked of this morning's Microsoft 4 
conference. Upon leaming that it didn't go 
exactly to plan, the Big N's employee says, 
with some sincerity and a slight look of 
concern: “Veil, let's hope this is good, then." 

Edge is located next to a number of 
medium-ranking NOA employees. They 
rub their hands in anticipation of what is 
to coma. It's not clear whether they re 
anxious, excited, or both. 

Finally, under an auspicious 'The 
Nintendo Difference' banner, Peter Main, 
Nintendo of America's executive vice 
president, appears, to significant applause. 
He proceeds to wax lyrical about Nintendo 
not simply havina a finger in the handheld 
pie, but "complete ownership” = this being a 
market that has accounted for some 25 per 
cent of the videogame industry's revenues 
of the last 12 months, and apparently the 
only ona to show year-on-year growth. 

After more huff and puff, he hands over 


Satoru Iwata, director and general manager 

of Nintendo's corporate planning division, 
proceeds to spell out The Nintendo Difference. 
This has never really been attempted before 


never changes from the rnainstage action. 
Matters aren't helped by the dubious driving 
skills of the demonstrator, although at least 
the game looks capable and runs in rather 
more stable condition than some of the 
other demos, with no evidence of scenery 
build-up. Expect two-to-16player online 
Support, as well as Dolby Digital 5.1 sound, 

Bach wraps up the proceedings under 
the discernible eye of a checked crowd. 
Thankfully for Microsoft, the ЕЗ stand will 
later remedy matters somewhat. 


10:10am, May 16, Biltmore 
Hotel, Downtown LA 

Nintendo has made the Biltmore its base 
since E3 returned from Atlanta three years 
ago. It is a relatively plush establishment, 
and is soberly in keeping with the 
company's reputation. This sobnety is 
gnawed into by the existence of countless 
print and (mostly) Web journos making their 
way to the Biltmore Bowl conference room, 
where Nintendo ts making its official 
GameCube debut in the west. 


to Satoru Iwata, director and general 
manager of Nintendo's corporate planning 
division (and previously a director at close 
Nintendo partner, HAL), who proceeds to 
spell out The Nintendo Difference. This has 
never really been attempted before, with 
mast commentators preferring instead to 
comically suggest it's some kind of pixie 
magic, but Wwata-san makes a fair fist of it. 
Most attendees seem convinced, anyway. 
Moreover, the charismatic speaker doesn't 
waste any time in sniping at the rest of the 
industry's obsession with copying proven 
hits, which he says will eventually turn 
videogaming into a commodity business, 
like VCRs or televisions. With all consoles 
running the same games, he asks, what is 
the point of releasing a new format’? No, it's 
clear that Nintendo sees a future where Its 
own hardware runs certain types of games 
you will not be able to experience on any 
other platform. The audience seems 
heartened by this. 

Main eventually returns and orders that 
the GameCube showreel be cranked into 


him 


ife. You can hear the sharp intakes с 
Deal being taken by the assembled 
throng. Upon four video screens cascade 
what seems like a neverending stream of 
amiiar Nintendo characters, the most 
popular - Link, Mario, Samus, ‘Yoshi, etc - 
Deing greeted by hoots of approval. Yes, 
it might only be another Super Smash 
Brothers, think the masses, but it features 
all of our favounte Nintendo stars 

it soon becomes cear that Nintendo is 
ieaving ew of its franchise stones untumec: 
the Dreuioustry Seen GameCube геа 


footage is shown once more, along with an 


updated rave Hace (see p36), and a token 
glimpse of GameCube Mano Kart, the 
demo of which consists of a polygonal 
Mario and Luigi crossing each other on a 
Mode 7 -esque track — something that must 
have taken all of two weeks to put together 


The footage of Metroid Prime is particularty 
scrutinised by attendees. To the apparent 
perverse pleasure of some, the sequence 
displays significant framerate deficiencies as 
it pans around heroine Samus Aran oma a 
thirdperson perspective before going on to 
depict a number of genenc kong alien 
creatures and, finally, a mocked-up 
targetting View, replete win seermmas 
nsianificant but supposedly authentic 
looking readouts. Glimpses of the likes of 
Катео and Eternal Darkness are mostly 
met with shrugs, although they serve to 


illustrate what lies ahead tor Nintendo 


at the show proper 
t's lime for Nintendo to wheel out its Dig 
gun. However, in all the occasions Edge 


has witnessed Shigeru epee take the 
stage, Its never been like this: with a 

GameCube console in one hand and a 
controller in the other, he holds them aloft, 
his Japanese sensa of self-restraint 


seemingly on holiday for today, swaagering 
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n the eyes of an American audience, so it is 
with some reverie that his next words are 
Needed, “This is our new бару, he says as 
he places down the GameCube unit. "Like 
all babies, it is very small. But it can also 


make a lot of noise!" Cue laughter and the 
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state. With the assistance of a translator he 
proceeds to demonstrate Luig ys Mansion 
The game offers atmosphere by the 
bucketful, and super-solid araphics the like 
of which have never been seen on PS? or 


оссавюпа! moments inotapy wnen 


Miyamoto-san enters the game's bathroom 


and spies a temale shadow behind the 
shower curtain, than attempts to reveal 


what's actually there by sucking the 


concealing layer back using Luigis vacuum 


Cleaner, initialhy taing and telling the 
auchence that he's not played the game 
enough to be arry good at it). Head more 
about Luig S Mansion on p32. 


Mivarnote-san extolls the virtues of the 


GameCube controller by way of a colleague 


aiming a laser pointer at а large-screen 
representation of the device, taking 


parücular care to hammer nome ine 


message thal the main button, labelled 'A, 
will always be the players ‘home — а piace 
where his or her thumb should come to rest 


(and it should, given the size of it), Moreover 


Its clear that the designer/producer/ 
visionary encourages simplistic Interfaces 
despite the obvious opportunities afforded 
y thus new control mechanism 
Mryamoto-san's latest labour of love is 


eventually demonstrated to an audience 


caught between emotions of 'is that it?’ and 


wow, dude’, Here comes Pikmin, a game 
Whose name the more jaded hacks in 
attendanoe suggest bears more than a 
concidenial resemblance to another 


Nintendo hit, As the demo progresses, the 


game's HTS-style nuances seem lost upon 


Ine most Amencan audence: the hall : 


Silent as attendees (unsuccesstully) attempt 


to get their heads around whats going on 


The prevalent attitude is one of "ls this what 


we came to see? Where's the new Mario 
game? What's this Pikmin stuff all about?" 


Upon his arrival back onstage, Main senses 


some disquiet and attempts to throw it out 
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that game was going to be so big?" he 


laughs. Without the fundamental ‘catch ‘егт 


е 
had 


MAHI 


all principle, Edge wagers that Pikmin, 
though compelling in its own way, will not 
be another phenomenon upon which 
Mintendo can hang its hopes in the unlikely 
absence of other major earners 

Typically for a Nintendo conference, 


most attendees leave with more questions 


than answers, aithougn many queres will be 


resolved on the ЕЗ showfloor over the next 
three days. Avoiding the scrum-like activity 
surrounding the intemational press desks 


outside of the Bowl (most do not want press 


discs as much as they want to get thei 
hands of Nintendo's cute GameCube-style 


rucksacks, it seems), Edge heads onwar 


to more familiar territory 


12:05pm, May 16, Centre 
Studios, Downtown LA 
Edge arrives at LA's Centre Studios 


{кзг 


ashionably late, and eats. By 1:15pm, 


Im m DEG ат >. mo P> TE з 1 
Win cameras set up on the pernp 


promssonnw Cappers Mn pace mere on 


these later), SCEA's conference kicks off. PR 


director Molly Smith steps on stage for a 


brief welcome address before handing over 


to SCEA president and COO Kazuo Hiral 


he ever-jovial Hirai-san Gives а succinct 
and general overview of the PS2's US 


situation Before inviting senior vice president 


ack. Iretton to tak Thr ugh some 
interestingly selected sales statistics, thus 
painting a far rosier picture of the situation 
than perhaps reality would allow 

Finally, it's time for the games. Naughty 
Dog's Jason Rubin and Andy Gavin show 


ram —g m js Й км] [ wor The 
up to present Jak And Daxter: [ne 


cursor Legacy. It's everything Edge had 


been ied to believe from talks wih seected 


тогу pundils over the past few months 


technically exceptional, displaying a Solicity 
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A bullish Shigeru Miyamoto greets the 
industry at Nintendo's pre-E3 gathering 
(top). Panasonic's GameCube-and-DVD 
all-in-one unit was definitely the sexiest 
hardware at the event, while brief 
snippets of Metroid Prime disappointed 
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As ever, 5СЕА'5 conference was a well- 
attended affair. President апа СОО 
Kazuo Hirai took to the stage and talked 
online strategy by announcing alliances 
with AOL (providing PS2 owners with 
email, chat and instant messaging 
opportunities), RealNetworks (ensuring 
RealPlayer support), Macromedia (adding 
Macromedia Flash Player), and Cisco 
Systems (offering Internet Protocol PS2 
optimised software). A decent start, then 
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Microsoft's stand (below), despite being 
on a different hall to the other big players 
(right), was just as reassuringly packed 





rarely seen in titles developed outside NOLS 
tightly controlled R&D бю tment 
Ho EVET, before bo ИО S Clear that th 8 


gameplay sements appear less convincing, 


failing to display the originality previously 
hoped for. Still, it’s a very short demo and 


proper hands-on experience on the show 
fioor will allow a more accurate appraisal 
For now, as Rubin and Gavin wave 
goodbye, the 'clapper' standi ng to the left 
of Edges row is frantically beating his palms 
together, thus encouraging all those within 

earshot to follow suit 

Andrew House, (another) senior vice 
president, now shows up to talk to the 
crowd about his team's ич 

arketing efforts of the cin i brand in 
North America 


that one of every three US households now 


i. Most significant е claim 


own a Playstation console which, 
technically, would make Sony's 32bit box a 
legitimate massmarket acnievement. 

It's 2:00pm and back in the game with 
John Shappert, president and general 
manager ої EAS Tiburon Studio. Shappert 
shows off the latest Madden update with 
improved player faces (hêy now have 
wrinkles), new animations, more camera 
angles and replay modes, better player 
creation options, and — wait for it —a new 

opening sequence. The clappers genuinely 
eam their money this time 

somehow still conscious after that 
revelation, the crowd welcomes EA 
Canada's executive producer Rory Armes 
together with a more innovative (and 
exciting) line-up. SSX Tricky mixes the firm's 
highly playable snowboarding venture with 
elements borrowed from skateboarding 
titles with seemingly positive resuits. Also 


apparently full of character is NBA Street 
which focuses on the fast-paced world of 
urban basketball. Finally, Sied Storm 2 looks 
fittingly appealing, if a little more predictable 
than the previous two announcements. The 
underlying message, of course, is the whole 
concept of franchise spin-offs, an area that 
until now the games industry appears to 
have remarkably underused. Expect this to 
dramatically change in the near future. 
Long-time SCE collaborator Square 
turns up to promote FFX and the 
forthcoming 'Final Fantasy: The Spirits 
Within’ movie, with video footage of both 
giving the 'clappers' a bit of a breather, 
Interestingly, the subsequent announcement 
that FEA! will be an online experience, while 
also well received, appears to wipe clean 
part of the attendees’ memones. Edge, 
on the other hand, still remembers a 
suspiciously similar claim involving FEX. . 
Capcom's Shinji Mikami is next on to 
the stage and proceeds to present Devil 
May Cry in one of the most entertaining and 
enthusiastic deliveries Edge has had the 
pleasure to witness. He talks (via an equally 
cheerful interpreter) of the ethos behind the 
promising production — everything, he 
informs with a smile, has to look cool and 
the game has therefore been designed with 
this in mind at all times. "Everything will be 
all naht as long as it's cool," he says. As if to 
prove the point, while on the subject of the 
control issues Mikami-san draws an 
imaginary sword from his back, swipes his 
equally nonexistent opponent high Into the 
air, and shoots him repeatedly with his 
hands while narrating the universally 
understandable phrase: "Katana. Tat-tat-tat- 
tat-tat-ta-ta. Cool." The crowd is enraptured 








Whatever he says afterwards is forever lost 


following such memorable conduct 

Konami follows. Silent Hill 2 producer 
Gozo Kitao talks the crowd through his 
seriously disturbed project. Video footage 
plays a mixture of in-game and ageng, 
though still perfectly affecting, СС! 
sequences. And despite having witnessed 
it several times, the imagery continues to 
perturb the Edge crew. 

It's time for Konami's other significant 
PS? title. Having been informed that this will 
be his last public appearance before the 
release of his forthcoming production, the 
crowd welcomes MGS2 producer Hideo 
Kojima on stage with the closest Edge has 
seen to a videogaming standing ovation, He 

says very little. The video kicks in. At first, 
ceptics scoff at the re-edited footage, 
неса perhaps Konami plans to weasel its 
way out of this one. But then new matena 
shows up. And, regardless of how jaded a 
character, no one in the vast hall is left 
unimpressed by the footage. Kojima-san 
reveals a lot more than expected – too 
much, some say — hinting at possible plot 
twists and a more complex narrativa than 
was previously imagined. The crowd erupts 
as if relieved that, unlike his predecessing 
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Konami colleague, Kojima' trailer didn't 
include a headless torso with rubber-like 
limbs writhing and shrieking in agony after 
Deing shot down at ponitbiànk range. And 
with a simple thank you and a wave, 
корта-ѕап gracefully withdraws 

SCEA returns to talk about the online 
side of the PS2 equation. Unlike last year's 
announcements, things appear a lot more 
concrete this time around, with specific 
aliances formed. More importantly, the 
Р525 dual (analogue/digital) modem 
prototype 6 shown, expected to гаган Tor 
$40 this November (though from the design, 
Edge expects the ваа ot the hard 
опуе to be compulsory in order for the 
former to function). As expected, a move 
away from the pure gaming arena is 
scheduled, with email and Internet access 
forming part of the PS2 experience before 
Chnstmas comes round again. True online 
gaming is also promised for around the 
same time, of course, though as with so 
many of these things expenenoe forces 
Edge to adopt a wait-and-see attitude 

Perhaps predicting this response from 
tne journalist -heavy crowd, Sony 
announces the last title of the presentation 
SOCOM: US Navy Seals, an online, 16player 
icompatiDie with analogue MOGem) Covert 
operations-based expernence developed бу 
Zipper Interactive and due in November 
sadly rushed as a result of overrunning, Six 
mernbers of the developer team manage to 
get a very бпет demonstration in, and, 
framerate issues aside, things look good, if 
a litte genenc. The emphasis is firmly on 
WONG as a team and hence Comms are 
acnievyed via reailme text, menus or a 


microphone headset similar to XBox s. 


Molly Smith returns to сіоѕе up what 
nas been a surprisingly positive set of 
proceedings = certainly far more inspiring 
than last year's equivalent. While US 
journalists fight over their free bag and info 
dossier outside, the EU press nas ye 
another conference to digest. In Culver City, 
at Sony's out-of-town studios, SCEE awaits. 


4:54pm, May 16 
Culver City Studios 
With nearly all press present, and an nour 
ater than planned, SCEE president Chris 
Deering takes to the stage. He's in defiant 
mood: "This year will prove that PS2 is the 
system of cnoice for the massmarket,” he 
boldly announces. Hardly surprising given 
that his competitors have yet to launch and 
are only doing so towards the last quarter о 
the year - PS? certainly has a head stan 
Deering 5 introductory keynote over, it's 


4 


B c 


Chris Patton's turn at the wheel, The rest of 
the evening is split among several SCEE 
representatives, but two aspects remain 
constant. Fuelling thoughts that Sony Is 
running scared of the competition, an 
uncommonly bullish attitude and downright 
insulting use of statistics continues 
tnrougnout the proceedings. For instance, a 
graph detailing the take up rate of PS2 is 
directhy compared to the equivalent initial PS 
sales from some five-and-a-half years ago, 
with SCEE personnel proudly boasting that 
the PS2 is selling three times the number of 
32Dit predecessor, Poz, the crowd is fed 


much to Undermine the positive tone set at 
he earlier SCEA conference, where a great 
deal of the software on show promised 
unexpectedly vanad content. 

SCEE, however, prefers to play the 
exclusivity game, Jak And Daxter, Harrison 
announces, will remain a PS2 exclusive for 
tha whole of 2002. The game is likely to sell 
in similar numbers to Naughty Dog's earlier 
outing — the pretty, if pretty unremarkable, 

rash Bandicoo! = so at least the marketing 
men are happy. Edge, on the other hand, is 
far more content with the arrival of thirdpart, 
relations director Zeno Colaco, and his 
disclosure that the Р52 Performance 
Analyzer is up and running, currently at 
SCEE' offices, and is expected to ship to 
developers in tool form at the end of the 
year. The 32bit version's апта! during the 
PlayStation's reign had a massively 
significant effect on PS developers around 
the wond — it didn't improve standards of 
content, granted, Dut it certainty made sure 
most were up to scratch technically 
least. Given so many developers' 
complaints over PS2 architecture, this 
move should ensure they run out of 
excuses for their technical failings. 

Harrison returns to reveal 36 in-house 
PS2 projects are currently in development, 
and then asks for a video of ambitious The 
Getaway title to be shown, announcing his 
approval of Team Soho's decision not to 
show its game on the show floor, It's difficult 
to tell much fram this bref gampse, but 


“This year will prove that PS2 is the system 
of choice for the massmarket," says Deering. 
Hardly surprising given that his competitors 
don't even launch until the end of the year 


soid in just two months what it took the PS 
13 months to achieve. Not once, however 
do any of them bother to point out that the 
difference in popularity and userbase growth 
the videogame market now enjoys. 
Disappointing, too, is Namco's PS2 line- 
up. With the exception of Pac-Man and 
vampire Night, the others are straight 
sequels: Time Crisis 2, Konoa 2, MotoGP 
2, Ace Combat 4. Further depression 
comes in the form of SCEE's Phil Harrison 
talk of sequels even before some of the 
originals have been burnt on to a disc, 
Whereas, to its credit, Microsoft appears 
keen to avoid the yearly update model, 
concentrating perhaps on franchise spin- 
offs or episodic gaming, Sony clearly fesis it 
knows what it's doing. Edge would 
disagree, however. Announcing This is 
Football, F1, and WAC follow-ups does 


minge would appear to De coming wong 
pleasantly, even if the speed of the 
proceedings could be improved 

Amid more marketing chat, Studio 
Cambridge's Primal shows up as running 
footage. Looking more like a more mature 
version of the studio's accomplished 
меси! series, the setting © REY 
moody Win the centra Character snanng 
ner time Detween woman and demon 
status. One to keep an eye on, certain 
And with that the crowd is sent on its 
way while journalists are invited to venture 
into the Software Celebration booth, 
where most of the major firstparty 
deveioped/published titles are waiting. 

Edge leaves to reflect on a mixed day 
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3 has yet to begin, and yet each player has 
already taken punches. Significantly 


though, all remain standing. For now 











From top: SOCOM: US Navy Seals, PS2's 
major online player; SCEA's Kinetica 
offered seemingly generic futuristic 
racing; Run Like Hell offered some 
intriguing puzzles; the gorgeous Maximo 
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| think the XBox team did 
exactly what we needed to do 
this week. Just 14 months ago, 
we announced at GDC our intent 
to enter the consola business 
and made a lot of promises. E3 
was all about demonstrating our 
commitment and followthrough. 
Wa got final hardware out tà 
developers, we showed ovar 

50 titles running on the system, 
showed retailers what we have 
planned for them, and had some 
great products shown by our 
partners. The early feedback 

on our ОГТ v sion seemed to 
resonate, and | think we had a 
great party. Overall, | think it was 
a good show for us and that the 


team pulled together 


Lowlights were A/V problems 


at our press conference, air 
Conditioning in our meeting 
rooms, the limited number of 
Linigque. innovative new UES, 
an emphasis on ‘consa wars 
rather than the revolution we're 
collectively creating. Highlights 
were reflecting on how far we've 
coma with our partners, the 
beach in Santa Monica, playing 
fony Hawk's 2x on XBox with 
Tony Hawk, seeing all of the 
titlas running on XBox looking 
great and not crashing. 

Nintendo showed pretty 
much exactly what | thought 
they'd show. lm surprised about 
the public emphasis around the 
older gamer, disappointed that 
they союп t nave much in The 
way of GBA/GC interaction, 
since | think it's a great concent 
Because they've been so quiet 
all year, | think ther showing 
Surprised à lot of people and 
got a ton of attention; it was 
a good show for tham 

| don't understand what 
(пе баа! is with Linux, browsers 
keyboards, LCDs, extra hard 
disks, etc. Sony's emphasis 
around non ter Tur has 


everyone more than a bit 





confused. It's not clear that 


the gamer wants this stuff, but | 
guess it's a strategy to compete 
with the PC. There was some 
good excitement around the 
Naughty Dog title, Dewi May 
Cry and GT3, but | didn't really 
see anything that stood out, 
The volume of titles is clearly 
there. It will be interesting to 
see what the quality is like in 
this wave of titles. As a gamer, 
I've been pretty disappointed 
in tha portfolio generally. But 
Sony clearly had the broadest 
presence and proved that they 
still have pienty of support 
from the industry 

| hope that all of this 
momentum and the Innovations 
n onime makes tnis generation 
of consoles the one that 
Dbroadens the gaming audience 
Tom ‘Gamers 10 ‘everyone 


The ultimate winner in this 


Oy 


going to be а great year 


J Allard, Microsoft 


We enjoyed a very successful 
ЕЗ this year. Our stand looked 
excellent and our line-up was 
stronger than ever, 
demonstrating our plan tà 

build on our market leadership 
in '02. We were showing Harry 
Potter for the first time, and it 
went down a storm. Medal Of 
Honour: Allied Assault on FC 
was also brilliantly received by 
both press and retail - the game 
was showing behind closed 
doors and there were people 


trying to fight ther way into tha 
private screening room. | was 
also really impressed with what | 
saw around the show. Nintendo's 
GameCube looks stunning and 
we are very much looking 
forward to developing our IP for 
it. EAs games on the PS2 and 
XBox iooked equally exciting. 

All in ail tha show demonstrated 
that EA and the gaming industry 
have an exciting year coming up. 


Paul Jackson, EA 
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Sega's stated goal is to become the leading publisher of interactive entertainment Юу 
holiday 2003, ES was very successtul for us this year, as we were able to demonstrate 
the amazing line-up of content, franchises and partnerships, with all next-generation 
videogame platforms, that will allow Sega to achieve our goal 

Sega's show highlight this year was Sega Sports. We strongly believe that 
sports Is the battlefield on which the videogame war will be played in 2001 and beyond 
Our strong commitment to Sega Sports was well received at ЕЗ and we are extrernely 
optimistic about the franchise as it is unleashed onto multiple platforms this fall 

| think that all three consoles had a successful showing at ЕЗ. Sony unvalled 
their vision of home entertainment convergence announcing partners like AOL and 
Macromedia; Microsoft claarty led the way in embracing the Internet and online 
console gaming, an area in which Sega has been a pioneer for years; and Nintendo 
demonstrated some extremely interesting content coming to the GameCube 
Peter Moore, Sega of America 


| thought this year's ES was the most exciting ever in terms of hardware releases 

and new software on show. | think this indicates that this industry is finally starting 
to пме up to its full potential, especialy when you see the incredible cinematics of 
lilies like Medal Of Honour. For me the high point was the GameCube's controller 


munching on à soggy спосоате-сгир coche was пай. As for the new consoles, | can 
А P س کے‎ ра " "mom mm m am, = hm. m. P E d — x 55 = Ш a + ы 
see the Gamecube appealing to the younger end of the market, while the XBox 


made a good showing of titles aimed at the more mature gamer 


Peter Molyneux, Lionhead 


This year's ES was very successful for Oddworid. We came into the show thinking 
of it as a huge focus-testing opportunity as Microsoft was giving us great visibility 
and support. This gave us the opportunity to let hundreds of people get their hands 
on the controls of Munch's Oddysee, We kept watch of their reactions and gained 
a lot of useful feedback, The response was overwhelmingly positive 

For me, the highlignt of the show was Warcraft fs cinematics, They were absolutely 
astounding and massively epic in scale. The lowlight was seeing so much of the same 
old same old. The average game has stronger graphics and effects, but all in all it's the 
same old gamaplay. | had hoped to see more on the creative front. Looking at the 
consoles for their technical performance and ability, at XBox there was a number of 
titles thàt showed smooth texture mapping, per-pixel shading, reflection mapping. 
and also bump mapping, realtime dynamic lighting, and realtime shadowcasting, 
smooth antialiasing, Sony is stilted plagued with image-artifact problems. Visual 
noise on virtually all of the game screens... even on their best titles out of Japan 


that have been being developed on dev stations for years now 


We were expecting more trom Gamecube. We were expecting to see impressive 
dynamic lighting, but we didn't see any. Even in Luigi's Castle with those small rooms 


So didn'! see shader 


and with him carrying a flashiight... no true dynamic lighting. We a 
complexity ike we had expected. | don t recall any large-scale scenes that showed off 
how well mapping is handled wiih large distances. Miyamoto titles always show well 
but the titles did not reveal hardware capabilities that we were expecting to see 


Lorne Lanning, Oddworld Inhabitants 


Although the absence of the sort of quantity of dotcoms displayed last year was 
noticeable, the snow was marked for appearing more upbeat than it has for a while 
Strong second-gen PS2 showings combined with XBox demos and a surprising), 
positive display by Nintendo reaffirms the broadly held belief that the industry is slowly 
emerging from its cyclical transition period. However, the company of the show, for me, 
was Sega, whose strategic and financial restructuring has undoubtedly set the company 


on course to become, within the next few years, one of the largest thirdparty publishers 
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in the world, if not tha largest 
Nick Gibson, Durlacher 


Tha show went really well for us. 
Wa had four computers on the 
floor to demo Dungeon Siege 
and people were packed around 
them the entire show. It was 
great to see people come back 
to show their fiends or return 
the next day to play more. The 
highlight of the show was the 
over-the-top spectacie that i$ 
E3. ES is like the Willy Wonka 
Chocolate Factory of videogame 
davelooment. | want our office 
to be filled with flat-screen 
monitors. booth babes dressed 
like avery possible fantasy, and 
the newest! games ай lined up 
wanting to be played. 

Jacob McMahon, 

Gas Powered Games 


Like last year | spent a good 
portion of my time in a small dark 
room talking to journalists about 
limeSplitters2. However, | did 
manage to venture out and get 

a few definitive impressions from 
the show. For me the GameCube 
stood out as the console with 
the most potential. All the games 
running on it were fast, smooth 
and very polished in appearance, 
їп particular | was impressed by 
Wave Race: Blue Storm, which 
looked very slick, and Rogue 
Squadron Il, which seemed to 
be drawing a lot of geometry. | 
also enjoyed Pikmin which was 
a bizarre japanese game which 
had a lot of character and 
humour in it. Two elements 

thal are sadiy rare in too 

many games these days. 

The XBox stand had some 
Interesting titles, although | feit 
that most of the software lacked 
the visual polish of GameCube. 
Cel Damage was a lot of fun and 
looked like a cross between Jef 
Set Radio and Micro Machinas 
Munch's Odyssey looked like if 
had graphically made the 





transition to 3D very wall; 
whether the gameplay transiates 
as wel | will withhold judgement 
on unti | get a litte longer with 
it. Overall, ! think the XBox 
didn t make as great а splash 
as | was expecting, but anyone 
who underestimates Microsoft 
does so at their own peril 

Tha PS2 show was as 
predictable as ever. There was 
the slick and very playable Gran 
Turismo 3 and, of course, the 
ever-beautiful Metal Gear Sold 2. 
Other than that, most of the 
other titles still showed the poor 
framerate and other graphical 
problems associated with PS2 
lt seems a lot of developers are 
still having trouble getting good 
output from this console. But 
this is not surprising given Sony's 
position in tne market and the 
natural arrogance that goes 
with it. They clearly need to 
concentrate their efforts on 
more than just a few big 
Japanese companies if they 
want to maintain their leading 
position in console games 


Karl Hilton, Free Radical 


| had a great E3. It was the 
first time | have had the chance 
just to walk around and not have 
to pitch games. | wore one of 
those devices that counts your 
footsteps and in only two days 
| did over 25,000 

I was constantly quizzed 
about our 'Matrix' videogame, 
so | just started walking around 
with a cellphone to my ear, That 
bought me time to look at the 
three consoles side by side. My 
scary conclusion is thal I think 
(for the first time) it's actually 
worth buying all three. | was not 
expecting Nintendo to have such 
a good show, but they did and 
that kept it a three-horse race. 

My advice to the companies? 
Nintendo: launch as fast as you 
can in Europe and don't do it 
pound for dollar. Don't treat 
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industryopinion 


Edge invites thoughts on a new Sega 


Europa as third class. Microsoft: move your ship date slightly forward to get out before 


i 
Nintendo. Focus on Japan by buying Japanese teams or signing exclusive Geals. Sony 


drop your price to hurt Microsoft's launch and to make tham try to compete. Work hard 


to demonstrate the second-generation titles to the public (MGS2 and ( 


Dave Perry, Shiny Entertainment 


^T 
31d). 


Crystal Dynamics had a very successful ES, probably our best ever. On the Eidos 


booth, we showed Sou! Haaver 2 and Blood Omen |i on PS2, as well as our XBox 


launch title, Mad Dash. The ЕЗ goers were seeing all three titlas for the first time. 


E3 is always a strange mixture of noise, talking, more talking, aching feet, old 


friends, parties, and late nights. This year was definitely no exception. It gave off a 


decidedly transition-year feeling, though. The focus was much more on the games — 


there didn't seem to be as much money around for extraneous fluff. Booths were a 


lithe smaller, and there were fewer booth bunnies and celebrity appearances. 


Overall ! think that this tighter feel for the show was much better. 


Games of the show for me had to be the new Wave Hace on GameCube, and, 


of course, Metal Gear on PS2. Wave Aace’s weather effects were stunning and it 
handled just like the original = | have my GameCube on order just to play this game. 
On the console front, I'd say that it was definitely Sony's year. ЕЗ was full of great 


PS2 titles, all looking great and playing well at high framerates — developers have, 
without doubt, cracked the problems they were complaining about last year 


Andrew Bennett, Crystal Dynamics 


Another ЕЗ, and another clinical ‘victory’ for Sony, Sure, Microsoft and especially 
Nintendo stole the industry trade press limelight with their new hardware and (in 
some cases) intriguing software. but outside their respectiva stands, Sony's reign 
almost automatically continued with an overwhelming amount of thirdparty titles on 
the show floor. The technical quality of many of these games still left a lot to be 
desired (although it is steadily improving), but the Nintendo and Microso!t hardware 


wasn't leapfrogging PS2 either, apitomised bes! perhaps by EAs three near-identical 


versions ol Madden Football. Still. most of the show highlights were from XBox or 


GameCube, with the GC joypad, Rogue Squadron Il, Pikmin, Munch's Oddysee, 


and Fuzion Frenzy leading the pack. The only real blemish on what otherwise was one 


of the more interesting shows in recent years was Nintendo's Luigi's Mansion, which, 


although technically impressive, featured surprisingly shallow gameplay, harking back 
more to the Gays of Game&Watch than heralding a new era of next-generation gaming. 


Martin de Ronde, Lost Boys Games 


GameCube came out fighting, showing the benefits of keeping all your announcements 


secret right up until the show. А lot of the XBox product had been seen or heard about 

already, so that diluted the overall impact of the games at tha show. Games I'm looking 
forward to on GameCube include Pikmin and Hogue Leader, but there still seems to be 
the situation that Nintendo still don't really like thirdparty developers. PlayStation? finally 


had around six or so games I'd spend money on, and it shows that some developers 


are really getting to grips with the hardware now 


Г, 


зе amount of thirdparty support тог 


DOW, Sony decided to reveal some of its online plans and new hardware add-ons thal 


seem to be giving the option to turn your PlayStation 2 into a PC. | think Microsoft have 


done weil tà go from а set of concepts and ideas on paper to a (very nearly) complete 
console in the last 18 months, There was some work to do on the games front and 


overall the XBox games didn't stand out much. However, six months or so of work 


before launch should ensure that it will be a viable contender in the industry. I'm 


personally looking forward to Oddwortd and DOA 3, and by the time it launches in 


Europe I'm sure there will be a few more ‘must have’ titles 


A developer, anonymous 











Big hitters board broadbandwagon 


Sony and Microsoft steer a course towards connectivity as ЕЗ announcements 


strongly indicate that online access will play an important role in their plans 








In addition to naming Telewest, Cisco, and 
AOL as partners for its broadband vision, 
Sony also unveiled the promising online 
title SOCOM: US Navy Seals (above), 
which facilitates up to 16 players. Details 
of further online titles will no doubt follow 


udging by the wave of announcements 

made at ЕЗ, Sony and Microsoft have 
moved their chest-beating from the realm of 
теге technical specifications to the more 
rarefied heights of broadband connectivity. As 
well as the гай of announcements made al 
ЕЗ by Sony with heavyweignt partners such 
as Cisco Systems and AOL, SCEE has 
announced an agreement with UK cable 
operator, Telewest, which will see the two 
compares trialing Europe's first console- 
accessible broadband network, 

That broadband connectivity should 
provide the backdrop for the next stage ol 
the competition for the space under the 
consumer's TV should come as no surprise. 
On the one hand, broadband service 
providers see gaming as an application that 
has the potential to drive broadband uptake. 
For Telewest, the opportunity is there to drive 


digital customers, and potentially adding 
more. As games content manager Tom 
Cotter puts it: “On tha network side of things 
we're looking at games being a catalyst for 
broadband. The applications we're principally 
looking at аге downloading new features and 
multiplayer gaming.” With PlayStationa 
services potentially sitting alongside 
Teiewest's current offering of games ~ 
typically aimed at the more casual and of the 
gaming market — the agreement also offers 
Telewest the chance to extend its gaming 
audience right across the spectrum 

Indeed it's the enhanced feature set - and 
the possibility of new revenue streams - that 
rnakes broadband connectivity such an 


“We're looking at games being a catalyst 
for broadband. We're looking at downloading 
new features and multiplayer gaming" 


a 016 





The network adapter and hard drive unit, 
displayed here at E3, will plug into the Р52 


Beir, 


enticing prospect for gamers. developers, 
publishers, and, of course, the console 
manufacturers themselves. “From our 
perspective we've got a machine that's 
Capable of a lot more than just playing retail 
discs," explains SCEE's director of new 
business development, Nainan Shah. 
"There's an awiu lot that it can achieve, and 
it’s designed to achieve an awful lot on the 
network. The memorandum of understanding 
that we ve achieved is to try and do a 
number of things in a step by step way in the 
broadband environment. We do think that 
from publishers and the content community, 
as well as our own development group, 
there's an interest and a desire to exploit 
network capabilities. " 


Online opportunities 

Outiining the potential for broadband 
connectivity to reshape console gaming, 
Shah continues: "At one level there's 
multiplayer gaming of the type that is familiar, 
which is one thing that we're trying to 
achieve. Equally, one of the advantages of the 
network is that it's a great way of delivering 
up-to-date information, or demos. And then 
there ва lot of technology that is still to be 
worked on and developed to do some very 
interesting stuff, This could include the ability 
to play without a disc, which already happens 
on a PC, but it's something that we think we 
could do with the ease and simplicity of the 
PlayStabon. And then there's a whole range 
of things that creators can do. We'll build the 
infrastructure, and then it's a question of what 





the pubishers and developers want to do 
with it. We'd love to have people taking to 
васп other while they play, or to see each 
othar." Perhaps the most striking opportunity, 
though, is to provide surprise downloads, or 
regular downloads ~ raising the possibility of 
a convincing episodic experience 

Before this can happen, though, there 
are certain obstacies to overcome — in 
particular the limited availablity of broadband. 
As SCEE president, Chris Deering, explains, 
the plug-and-play ethos of a console |5 at 
odds with the disparate competing 
technologies that have hindered the rapid 
uptake of broadband: “Within cable there 
are dozens of different APIs. What we re 
really about is developing something that 
looks indisinguishable from the regular 
TV/console experience." Which is crucial if 
another impediment — lack of consumer 
understanding – can be surmounted. 

“We don't actually think consumers 
need to think of this as a ‘broadband service’ 
any more than they think of television as а 
‘broadband service’,” argues Shah. "It's 
just something that you do easily at your 
television with your set-top box and your 
console, and it shouldn't necessarily involve 
a high degree of tech savvy." But there 
remains the need to educate users about 
what exactly 'online gaming' will mean after 
broadband connectivity is introduced to the 
solid-state architecture of consoles. 

"We need to work as an industry in 
coming up with some technical distinctions,” 
ехріатз Deering. "Right now, online gaming 
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is Ultima or EverQuest, but tomorrow that will 
s may De 50, but it remains to be 
will bê put otf by the 
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allegory to illustrate the XBox approach 
towards online gaming, it would appear that 
the Redmond giant is seexing a greater 
degree of control and ownership over the 
and network adapter add-ons and the broadband subscriber than Sony 


changa." Thi 
seen whether gam 


Whether 
the company's widespread shareholdings іп 
various broadband providers will be sufficient 
Experimental deal to overcome the reluctance of those 

But what the agreement between Telewest operators to offer up their massive investment 


optional LCD screen, keyboard and mouse 


and SCEE provides is the opportunity in laying infrastructure into the ground is 

nother question. For Telewest, one of those 
companies in which Microsoft holds а stake, 
the issue is clear. "Microsoft still balleves in 
our broadband strategy, and continues to be 
a stakeholder in Telewest,” argues Cotter. 


We're with Sony because they understood 


address some of these hurdles, as well as 
exploring and refining tne possible feature 
enhancernents and the revenue opportunities 
that they will bring. Both companies are at 
pains to stress the experimental nature of the 
deal, and = perhaps rightly given historical 
precedent — аге Wary or Oveni flating Anat we wanted from our ASSES, 870 inen 
understood our broadband strategy. They are 
first to market and the market leader." 

While Nintendo seems prepared to sit out 
the initial stage of competition for broadband 
connectivity, Deering remains philosophical 
going to be things that emanate 
from this that benefit competitors, or people 


consumer expectation. “We nave to be really 
careful that we don t inadvertently set 
expectation levels that are going to end up 
"Ihe baby 

1 come first in Europe may just 


disappointing." reasons Deenna. 
Steps inal wi 
ba transmitting a score, or getting a message “There are 
when a new player is available. Then, little by 


Ийе, we'll be 


adding realtime-enhanced 
gaming features, or downloaded 
enhancements. The Telewest deal is really 
about looking to two, three, or four years 
out, and wnat «nda of expenences can 
conceivably be delivered to the masses 

in that broadband environment." 

But In three or four years, how will this 
deal have affected the industry in general, 
and particulary the competition between 
Microsoft and Sony? Although Microsoft's 


J Allard used ЕЗ to outline a new theme park 


outside the game business. So be it. We 
want to liaht the spark. The flames will 
spread, we think. This is a catalytic project." 
With the PlayStation2 network adapter 
shipping to the US this winter, it looks like it's 
some way off before this deal will come to 
commercial fruition. But, as Deering explains, 
the broadband future is very much set to 
appear: “There are a lot of very simple rules 
of the road that have to be writen before 
we can massively expand. But #5 | 
going to happen." = 





Telewest games content manager 
Tom Gotter (left) and SCEE president 


Chris Deering believe in broadband 





Gaming 24:7 with the Big М 


Nintendo presents the marketing strategy for the launch of its next-gen 
handheld, underlining the company’s focus on titles over tech specs 





intendo will be launching Game Boy 

Advance in Europe and the UK with an 
ambitious £30m marketing campaign on 
June 22. As part of the campaign, the 
company will be unveiling its new ‘Gaming 
24:7" brand, which will aiso appear in 
Torincoming Nintendo Campaigns, including 
the Spring 2002 launch of GameCube. With 
the total number of units sold since the Game 
Boy's inception now standing at 114m, there 
is some way to go before the Game Boy 
Advance matches the commercial success of 
ts forerunner, but the .lapanese launch of the 
newer model, which has so far seen sales of 
over a million units, has set a positive 


precedent for its introduction to the UK 


Thirteen titles at launch 

Game Boy Advance will launch in Europe 
with a line-up of 13 tities, including three 

developed by Nintendo, and 40 titles are 
promised to appear by Christmas. Super 


Mario Advance, F-Zero: Maximum Velocity, 


ы 





Throughout Nintendo's multimedia Game Boy Advance assault, the theme is of the level of 
immersion provided by its new piece of hardware. These posters will appear nearer launch 
and Kuru Kury Kurunn wil all boast of the Game Boy Advance expenence and capabilities. To this end, there are a number 
multiplayer capabilities. The unit will be 
available in four different shades – purple, 
white, clear blue and clear red — but although 
Nintendo's semi-transparent models have 
historically proven more popular, Nintendo of 


the new media approach will deliver some of sophisticated print and television ads 


outstanding results." accompanying the European launcn to 
educate consumers (and presumably the 
nation's parents) about the ments of Game 
Boy Advance, such as the ‘Gents’ TV spot 
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sticking to their guns 
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“We have challenged ourselves to change the 
way people perceive handheld gaming and 
have set ourselves very ambitious targets" 


from the game 

Whether this will be necessary for 
what is surely one of the most eagerly 
anticipated of the next-gen console line-up 
is another point, but with retailers taking 
preorders at the time of writing, the 
Japan's recent дес юп to discontinue commercial success of the launch looks set 


new Сат ng 2 А Drang may appear signi 


opaque models after Apri may precipitate a insipid, but it is entirely in keeping with the to match the creative success of the 
surge in demand for these. company's message at E3. Keeping its accompanying marketing campaign. 


It's still! unclear what Nintendo's strategy distance from the Sony/Microsoft tech-spec Nintendo intends to provide rolling 


Nintendo's new Gaming 24:7 slogan might 
not be the most inspired piece of branding 
ever, but TV adverts like 'Gents' seem 
strong enough to let parents everywhere 





will be with regard to its existing catalogue of 
Game Boy Color units and software, but it 
could be argued that the massive existing 
user base could be an obstacle to the initial 
adoption of the GBA. Nevertheless, David 
Gosen, managing director of sales and 
marketing at Nintendo of Europe remains 
confident: “We at Nintendo of Europe have 
challenged ourselves to change the way 
people perceive handheld gaming and have 
set ourselves some very ambitious targets. 
Game Boy is an icon. The launch plan 
challenges some long-established media 
principles — we've come up with a far- 
reaching pan-European strategy to target a 


willy-waving that has typified next-gen hype 
to date, Nintendo has shown Itself keen to 
emphasise content over technical 


updates on how the launch is progressing 
and other sundry GBA Info at 


WAU, gameboy advance.co.uk. 





Crawfish-developed movie tie-ins Ecks vs Sever and Driven - based on the Stallone vehicle 


know that a new phenomenon is arriving папу mobile, adi d" group. The quality 


of the same name ~ were on display at ЕЗ and are evidence of the high quality of GBA titles 
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Scandinavians get easy access 


US company Media Station joins with NextGenTel and B2 Bredband to 


introduce a broadband gaming service across Scandinavia from September 





il ла prospect of widespread availability 
of gaming on demand came one step 
closer this month, as US company Media 
Station extended the reach of its Media 
Remota technol Юду 1 to Scandinavia. 
Through technology licensing agreements 
with NextGenTel, a broadband service 
rovider in Norway, and B2 Bredband, whic 
has networks in both Norway and Sweden 
Scandinavian PC owners will be granted 
unlimited access to libranes of games in 
retum tor a monthly subscription. Virth 
Scandinavian broadband provision well 
advanced, the service could provide a useful 
testing ground before a more widespread 
European rollout of similar services. 

“The Scandinavian market is one of the 
leading areas for broadband penetration and 
deployment in CURES notes Media Station's 
European business director, Keith Fergie 

“The combination of Media Stations 
technology and services and B2 Bredband's 
superior infrastructure will create a showcase 
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particularly within the gaming Community,” 
Both NextGenTel and B2 Bredband intend 
to commence services from September, 
the former as panti of its BroadPark portal, 
Mb Ethemet network 
The B2 Bredband announcement 


Ina atter Over its 1 


represents the second major technology 
tor Media Station in 
Europe in less than two weeks," points out 
Jim Maslyn, president and CEO of Media 
Station. "It's representative of the broadband 
growth taking place in Europe." 

Media Station's existing US service, 
Select Play, alves some indication of wha 
can expect. Ava 
several networks, ocio those of Time- 
Warner Cable and Comcast, users pay 
charge in retur for 
the ability to play a selection of popular titles. 


а 


such as Roller Coaster Tycoon or Planescape 


licensing agreement 
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суттеп, or coin-op classics like Centipede. 
These games are installed on a server 
residing with the broadband service provider, 


and subDscnbers are егис 10 unimimited 


The BAFTAs are back 


Awards go glitzy with a shift of venue to the Grosvenor House 
Hotel as they enter their fourth successful year of competition 














Last year's host Phill Jupitus (below left), 
and Rare's Chris Stamper (left) - a past 
winner with Perfect Dark (above) 





access per month. Service providers can 


also develop their own content, as both 
NextGenTel and B2 Bredband intend to do. 

With а raft of big-name publishers 
signed up to Media Station's distribution 
technology = including Activision, Infogrames 
and Disney Interactive — and the potential for 
increased earnings by cutting out the retail 
middieman, it can't be long before the 
technology spreads to the UK. 


hile it's unlikely that celebrated 
£50,000-a-night man Angus 

Deayton will be presenting the BAFTA 
Interactive Entertainment awards anytime 
soan, it is a testament to the organisation's 
continued success that this year's event will 
be held at the prestigious Grosvenor House 
Hotel in London, the same venue as BAFTAs 
more high-profile TV awards 

Taking place on October 25, the BAFTA 
Interactive Entertainment awards are now in 
their fourth year and encompass such diverse 
disciplines and media as art installations, 
WAP, CD-ROMs, DVDs, Web sites, digital 
television, and, of course, videogames 

Pas t winners from the Macs 
industry include Rare, Pokémon Үёѓо 
Deus Ex, Perfect Dark Legend кы 
Zelda: Ocanna Of Time, and if you fancy 
looking to join their ranks this year, you're 
advised to get applications in now 

“Preparations are already well underway 
for this year's Interactive Entertainment 
awards, which will be the biggest, best and 





Media Station CEO Jim Maslyn 
(above left) is bullish about the 
European opportunity for his company's 
gaming-on-demand technology 


brightest yet," says Sue Thexton, chair 
of BAFTAs Interactiva Entertainment 
Committee, “The number of entries 
we received last year, 
overwhelming demand for tickets to the 
event, has proved that the industry has 
embraced these awards as their own." 
There will be a total of 20 categories 
this year, but the most important for Edge 
readers will no doubt be the best game 
categories, with a separate award for 
mobile games, networked games, PC 
games, and cons 
be judged by a panel of professionals drawn 
from across the interactive entertainment 
industnes, and chared by members of the 
BAFTA Interactive Entertainment Committee 
Naturally, applicants can submit their 
entries electronically at tha BAFTA Web 
site ww. bafta. org], or can contact Joy 
Barrett on 020 7292 5823 for an application 
form. The closing date for entries is 
July 31, with a reduced rate for 
entries received by June 30. 


as weil as the 


ole games. The awards will 


SUBercool 5, 
: 


of the sassid 





yi LE 
NU I TS Ped ba de iy 
dit) | 
(iif ШЫЛД 


ПИП ) | | l 
ты, 


Emel. hermine, diala, 
bts of the Tokyo Life exhibitie 





Most copies of GT3 sold out in a few hours, but 
more surprising was the takeup of racing wheels 
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3. Tokyo Life gets Inkie 


ШК: Anybody straying into Selfridges eariar this month might have 
en forgiven for thinking that they'd wandered Into a little piece of 
nabara ndon. Ав part of the department stores Tokyo Life 
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cam Driven to distraction 


Japan: Soe aking of Akihabara, after receiving a warm receotion 
n the Japanese gaming press, it comes as no surprise that the 
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spects that initially the problem 
people who are connected via 
обага and also have an XBox and 
want to play the same game as you at the 
same time will feel like Level 12 of Finding 
The Needle In The ауен 
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The future 
The irncepoendgent 


Charles Arth ur ir 


| kept finding myself totally trapped, going 
round and round the same rooms and 
galleries again and again. It was a 
ترت ا‎ sensation" 
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“I'm killing the Empire, daring 
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'Microsoft was finished before it even 
got started. They have no games... 
Microsoft does not understand the 

entertainment business. The processing 
speed of their console is not fast enough 
and the graphics were rough’ 
remo Ken Kutaragi dismi dimond 
“The performance of different co 
become so similar it is difficu 
whether you are using Play 
or Sega's Dreamcast” 


Alexandra Harney, of îa FT. cc 
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new feid ol knowledge." Quite effect of art on the causes of violence in the future? 





not: over 10,000 
ииге parts m Deus Ge over 400 


ed f na SHS: nina 


42 per cent 
аата 5 arain 
id ot March 2001: 29 per cent 


| E- Z2 - vaa js | Dion sd E y; eight (| 


: , - 1 у | HT 
AVES naurnber Ol vieieogarie craragctaers FETED | LAM | 





й. 


Мон ок оро on S ERE н | ШИИ ИТПИ ТИШ | | үү! 
we CHEST to create useful associations in the mind of the user | 


| 
1 | | i | 
FIR! I i | 1 ! 1i i I { ) hi 
І | | HERI | | | TT] 
{ i IT H ГІ! I I | 
f | I IT NS IL H n] | i 
{ |] |] p | 
d. i 
| 
i i IT FN | ' П 
i [ | ! į ifi 
Д i 


Twenty-four hour gaming people 


UK: Game Network, the UK's first 24 hour TV channel dedicated 
ia "ins i su m RR: fC ; 1 ещ саа ўр = 
3 games, BUNCE on May à. Featunno mie usual news, review 


previews and madgazine-styie programming, te channel kicked 
Spend your time indoors. playing videogames amd | ii M | off by showing Interviews with the likes of Tony Hawk, Mat 
Г Gould look as healthy as hose Specimens. Be т | Hoffman, and Peter Molyneux, Edge remains и convinced by 


the credentials of the presenters, though. Surely those healthy 


tans can't be the result of years indoors perfecting hi-scores. 


сэв Executive decisions to make 





UK: With titles like Infogrames V-Haily making a concerted сис TOI 


the corporate penny by appearing on Palm Pilot, Edge took a 


ook at Psion's "future concept’ models, ACE and HALO. The 


former is a handheld communicator, allowing the user to view ur 
to three independent screens of information, while the latter is a 
projection communicator that can be wom around the neci 
surely jeopardising those illicit games of Fa 


The next generation of corporate toy. Will they prove 
hough’ S: Edge can't heip thinking that one or two of the GBA- 
пч elective aS surreptitious gamir uj devices., though 7 \ US: Edge ШЕЙ | E | ng t = f " * TT IE SBA 


bsessed peripheral manufacturers at ЕЗ may have missed the 
runt T= ATES iBprmenuina ine DO tara ne ке М I 
"wu amd a | вї f a penpheral t Tt 8 Desc пагпес to De 
ihe a Sirs yet 
played on a TV screen, and those with frustratingly large hands 
will be desghted at the prospect of an add-on that transrormms the 


GBA into а more manageable (though less portable) Lynx size 
But among the ideas that did stand oul were bam! 


entertainment's prototype radio control cartridge, and, 


3ithough onginalty designed for Game Boy Color, Nanoloop s 
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зз The gaming Watershed 





Japan: As part of the ‘Games At Watershed’ exhibition 


г) | ai = Б E = = а Е E D E E Bristol's Watershed cinema will be running a big-screen Рас-Ма‹ 


бау conference running from June 29 until July 1. entitied ‘Game 
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New-found optimism in the industry 

Abundant smiles at ЕЗ point towards renewed faith 

Edge newly acquired office karaoke machine 
For obvious reasons 

Infogrames' ‘rocks my world' ЕЗ showtune 

530 dawnnght awful, it's great 


Over-enthusiastic American gaming Otaku 
Showing how to embarrass yourself at Nintendo's pre-E3 conference 
Gamer Web.com - the magazine 

Web site dying on its backside? Hey, launch a print version. Er 
The country's first academic conference devoting to Get down to Bristol's Watershed cinema for some Golden coins and other shiny collectables 
videogames will be taking place at the end of June big-screen gaming, culminating in a Pac-Man comp All over ЕЗ like an itchy rash. Where has ай the innovation gone? 
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nore lightly with a (less paranoid or pretentious-sounding) quote 
from the opening essay by co-editor Timothy Druckrey: "Deeply 


powered by government and corporate technologies, the Net 


has well-established continuities with the trajectory of тегс 

Globalisation, even while it is often marketed ав ‘revolubonary 
ter-Cunura, and QE Bnmipowenrk ne 

English, he's saying: ‘The Net isn't as free as you think , whi 


liberating power of the Internet vs the ever-increasing control 


;zorporations are fighting to exert over it. It is deaply concemed 
nung 


Ih this knife-edoe balan | en COO апа апалу and 
Гати піл, Drooegeds t tina ifs evidence. Stuffed between 
LE ] JrOCBe E 5 B. o BC 

С Lu iy none Deen Єз - M m 
NetoMat — the 'anti-browser thal ‘eschews the anachronistic 


page structure of today's Web by not prvileaindg layout and 


design’ = are some Net-art gems. There is a testimony of the 
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of tna Net. If you have the patience and mental energy to see 


through the vast swathes of foggy commentary, ї can De an 
inspiring read. It is both an encyclopedia of Net am and a 


manitesto for challenging common perceptions oF the Web 


=.= Nothing But Blue Skies 


it's about time English weather became the subject of a 


novel, don't you think? So here's a stab: a tongue-in-cheek 


neeudo-scientific юке about why it's always raining — the cover 
ts tutte Ге”: 6 huma y run the 
perspective of a drag = to a Pratchett-esque Lon 
where it's perpetually wet. Why? Because of the dragons, of 
course, These mythical creatures are all too imtatinglhy real 
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boy, does it rain. Just like your average Bintish summer, Meet 


^r | 
Karen 1 hire Wate i: med ne а agent in 
god , I5! Karens 1 СПБ ar nang it ine 
sun or bring on the rain, but the cause of her inner turmoil is al 


Г: 2T A = iy, 4 
too Numan: shes In love, and worse tan inal, it: 


we follow Karen's tortured dragon heart, Holt takes us on a sci-fi 


wmda, slamming Windows, introducing a depressed alcoholic 
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(definitely not Rupert Murdoch). The result is a fast. Тип, twisty- 
turny plot that keeps you on your toes. Holt may be the heir 


apparent to Douglas Adams, but based on existing evidence 


his talents fall short of that genius. This is an entertaining nove 
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ims up the tension felt throughout this doorstop of a tome. The 


inredguited. As 
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Player 2 Stage 1: The Coin Eaters 


iian hes coner Eha arı aka îja arte ah Uim sensim? POMA. me 
кетчї ктө In puah tee Faria кетейин sh Ted, Seer iua arva in abes Hà qui a 
Shite eat missi ЙН 


The Feeding Frenzy Begins 
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Site: The Dot Eaters 
UAL: www.emuunlim.com/doteaters/ 
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ta tyi ne TAJ iin 
Anybody Who haa had ther actis! apneties мні 
Dy recent forays nto te dark ages cf viceogaming kê 
The Fest Quite or "Thumb Candy could do Worse 
than look to Dot Eaters for nespraton. Boasting а 
compnaiendive assertrrient of Somseanghots, cabinet 
hols, as well as some sisagerngly impressive photos 
Of the earliest cyber creators, the 8. is informetive m it 
6 ad tes unitentonaly Riis, anda should eng out 
the petig in all but the most hari heated Gamer 
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television networks. Surely this is the most simple 
ad treatment ever showcased in these pages. 
01:05 Engine sound can be faintly heard in the 
background as what looks like a Mitsubishi Lancer Evo 
WAC car suddenly appears over a gentle brow 
7:. Engine note rapidly augments, you realise 1t is 
an Evo WRC and tne brow tums out to be a lot more 
pronounced than first impressions had ied to believe 
7.11 The Evo launches impressively into the air апа 
almost immediately fades into the familiar GT3 logo, 
LE.. which is swifthy followed by PS equivalent 
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harged with compiling a list of the most 

existence-crushingly painful aspects af the 

videogame industry's annual decampment 
to Los Angeles for the Electronic Entertainment 
torsos, past besulted PR cattle, their spiel about as 
enhanced visionary once termed this the City of 
Angels, and opt for flesh, Flesh af the female 
persuasion, that is. More specifically, the hectares of 
Silicone-curved, coconut-creamed, tanning-shop- 
grilled meat which accounts for BO per cent of the 
perceived appeal of the hired hands charged with 
lunng attendees to new gaming peripherals, "hugely 
innovative’ cartoon-licensed titles, and far beyond, 

Itis 11am on the second day of the show. 

Entering E35 south section, RedEye is approached 


by two ‘booth babes’, as they are at once 
a copy of the event's official momina update and 
smiling like a genuine basket case. 

Having spent the previous evening in the 
company of a number of several industry types who 
really should know better, RedEye is in no mood to 
refuse much at this point: "Oh... yes. Thank you." 


“Oh, {Jove the Englich accent.” 

The second hired hand steps in with equal 
enthusiasm. The scene is steeped in so much 
cliche that all RedEye can do is make his excuses 
and leave, heading into the south hall itself to be 
confronted by another day's worth of attendees 
Smothering each other in an effort to be the next to 
be photographed with his arm Stung around the 
waist of an obhging portion of just about every 
softcos encourage it. Come to E3! Sample the 
latest games! Snuffle up to the kind of girls you'd 
previously only encountered in your mind's eye 
and in the company of your personally favoured 
variety of absorbent matenal! 

It is dificult to lay blame on the software industry 


for this type of tactic. After all, don't videogames go 
with guys-who-can't-get-chicks like all-day Internet 
access goes with reduced productivity in the 

workplace? It's the glve-'em-what-they-want ethic 
writ super-iarge, and it seems to work like a dream. 

What's of more concem this year, however, is that 
the hired hands are competing for attention with two 
of the most anticipated pieces of gaming technology 
ever conceived - XBox and GameCube ~ and often 
winning. So, are hardcore gamers actually more 
into womankind than they are new electronic 
entertainment boxes? Can this really be true? 

Maybe if gamers looked upon ЕЗ content as 
they might some form of actual party involving a 
swathe of the fairer sex, they'd look with a new 
transmognify it into a swanky party in LA... 

There's the gin you'd been told was definitely 
going to be here. She's a party regular, but with a 


REDEYE 


ygame industry 


others. Those who've messed up? Ther stones 
looks on with jealousy, wondering exactly what she 


goodbye to everyone, and male quests’ gazes are 
cast back into the bottom of their glasses. i 
Suddenly word turns to another high-profile 
make it tonight. You catch sight of her. She's а rangy 
court to a raft of potential suitors from the recesses 
of a couch, Despite the initial frostiness, however, 
she seems eager to appease the attentions of 
anyone and everyone who happens her way, She's 
new in town, apparently, and from a wealthy 
over her as she recines. Others, in huddles, speak in 
hushed tones about what she might be able to do 
for them, as opposed to what they might do for her. 
What was initially a small gathering on the 
party's diminutive dancefloor is now а sweaty, 
heaving mass, and the familiar female figure тот. 
earlier in the evening has leapt upon the stage, to the 





whoops and hollers of the partygoers. She dances т 
a kind of ‘didn't you know | could do this?’ fashion, 
spilled on to expensive carpeting, Some will rue the 
evening's dalliances come tomorow moming. 


‘Come to E3! Sample the latest games! Snuffle up to the kind 
of girls you'd previously only encountered in your mind's eye!’ 


did to command this level of attention. But she thinks 
its her party, everyone else has come to see her. 
You hear laughter from the other side of the 


room. Ah, there she is – someone you'd heard might 


be here, but you've been hearing all sorts of stories 
about her for so long now that you no longer knew 
what to believe. She's entertaining everyone, 

does in order to raise a smile: she's from a respected 
lineage. Okay, so the party kicked off at рт and 
she didn't tum up until 11pm, but she turns out to 
be worth walling for, For a while she is the toast of 
everyone ~ albeit some reluctantly — unti it turns out 
she has to be home by midnight. She skips out of 
the door, hair jangling in bunches, her gaudily 
coloured dress wisping around as she waves 
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The remaining newcomer, sensing a shift in 
her entourage and motions towards the dancefloor. 
She rises from the couch and makes her way 
across the room — only to bump into a table of 
drinks, sending them crashing to the floor. Resina 
around, attempting to steady herself, she grabs at 
a Curtain, ripping its delicate fibres, and stumbles 
backwards into a passing waiter, who tumbles into 
her apparent delights cough nervously, while others 
simply roll their eyes. Some offer to help her up. 

It remains to be seen whether or not she'll be 
invited to the party next year. 





Redeye is a veteran videogame journalist. His 
views do not necessarily coincide with Edges 
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ideogames are often praised for their 

immersive qualities, but what exactly 

does this mean? It's an odd metaphor to 
choose. A game is not immersive in the same way 
as a jacuzzi: a jacuzzi induces blissed-out relaxation, 
whereas a game ideally provokes massive levels of 
adrenaline-fuelled stress alternating with tnumphal 
relief. (Such emotions could in theory be had in a 
jacuzzi, but you'd need the help of other people.) 
Immersivity in videogame terms, on the other hand, 
seems to be code for a feeling of actually 'being 
there’. But is being there always enough? 

One way to enhance the feeling of ‘being 
there’ is to render your gameworld with massive 
poly counts, beautiful textures and so on. Konami's 
intriquingly fíiawed Shadow Of Memories, for 
example, builds its mittel-European city with 
impressive love, and increases the sense of a 
persistent, actual environment because it changes 


inforrnationally over time – the seed that gets 
planted in medieval times becomes а anarty old 
tree towering over the town square in the game's 
present. But its stilted, prescripted conversations 
betray the carefully wrought illusion. 

Shenmue's trump card, on the other hand, 
is that it allows the player to make a wide variety 
of redundant choices. Which flavour of soda shall 
| drink? Shall | have a look at that photograph? 
Hence a certain species of immersivity: the feeling 
that you can noodle happily around in a gameworld 
that contains information not directhy relevant to your 
quest. After all, whatever popularisations of chaos 
theory tell us, it is clear that we make hundreds of 
redundant choices every day in real life. This species 
of imrnersivity is most powerfully provoked, perhaps, 
by Miyarnoto's two N64 28/08 masterpieces, 

But a highly immersive game must also 
convince the player that he or she really matters to 
the gameworld. The flipside to redundant choices 
must be the option of making other choices that 
have immediate and important effects. Shenmue 
fails here, because it effectively leads the player on 
rails through the whole game. Deus Ex, on the other 
hand, is a paradigm of rich and meaningful choice, 


T 


because it boasts both a consistent garmeworld 
and a plethora of strategies and gadgets with 
which to assail its objectives. It offers the player 
a wide selection of things to ‘say’, then listens 
to him very carefully, and renders a trail of 
believable consequences. 

So far, these standard strategies of immersivity 
have been one-way: let's draw the player into the 
gameworld. Indeed, it is often thought that the 
player's psychological involvement in a videogame 
is a kind of fragile spell, a suspension of disbelief, 
that must not be broken. Yet there is an alternative 
paradigm that deliberately breaks this rule. It has 
only been rarely tried in videogames thus far, 
although it has bean exploited in other artforms 
for hundreds of years. It rests on the idea that 
exposing the illusion makes the illusion stronger. 
Let's call it counter-irnmersivity. 

Take, for example, Mark Z Danielewski's brilliant 


recent novel of weird topography, film studies 
and intellectual terror, 'House Of Leaves'. Where 
the fat, panoptic novels of the 19th century aimed 
for transparent believability, Danielewski's tale is told 
by a gaggle of eccentric narrators, and the novel 
continually acknowledges its own status as a 
crafted, printed text. "Hey, l'm just a novel," it 


avoid Psycho Mantis's unerring aim, and its sarcastic 
comments on how often you save — is encouraging. 

Such playfulness should be cherished for two 
reasons. Partly because it reminds us that 
videogame narrative does not have to be stuck in 
a neutral, declamatory 19th-century style. And partly 
because it represents a fruitful reversal of direction in 
the psychological relatianship between player and 
gameworld. Traditional tools of immersivity work to 
draw the player into the virtual space, but counter- 
immersivity draws the artwork outside its frame, 
and takes it into the same space as the viewer. 

The use of hardware peripherals in videogames, 
of course, invokes a simple, mechanical counter- 
imrnersivity, the twin screens and sniper rifle of 
coin-op Silent Scope being a prime example. But, 
as when the world of Metal Gear Solid temporarily 
leaks out of the screen, counter-immersivity can also 
take more subtle, structural paths. The cleverest 
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design aspect of Shadow Of Memories is its hint of 
counter-immersivity in the way it weaves the familiar 
repeated-death videogame cliché so carefully into 
its narrative framework, And if EAS Majestic fulfils 
through voicemail and email will add yet more this- 
world texture, as is already the case with the viral 


A highly immersive game must also convince the player that they 
really matter to the gameworld. Their choices must have effects 


keeps saying to the reader, but that doesn't make 
it any less thrilling. Our will to believe, as consumers 
of art, is so strong that we continue to hover in a 
delicious semi-believing state. 

This kind of thing is often called postmodemism, 
but it has been around a lot longer than that. 
Shakespeare, tor one, was very fond of staging 
audiences watching plays within his own plays, 
and using characters (often clowns) to comment 
ironically on their own status as fictional characters. 
It seems that an artform needs to attain a certain 
level of maturity in order to have the confidence to 
start pulling such tricks, and so the example of 
Metal Gear Solia's wry jokes about being a 
videogame — the advice to switch joypad ports to 
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marketing campaign for Kubnck/Spielberg’s ‘Al’, 
The most brutally disconcerting recent use of 
counter-immersivity in cinema occurs in Japanese 
horror film 'Ring'. More than any other film, it is 
designed to work its black magic when watched 
on video, alone, in a darkened room. | don't want 
to spoil it for you, but it can be seen to hint at a 
pleasurably or terrifyingly immersive if they can just 
leam to craw! out of our televisions more often. 


Steven Poole is the author of ‘Trigger Happy: 
The Inner Life Of Videogames’ (Fourth Estate). 
Email: tnighap&hotmail.com 


з I'm sure many of you already know, 
A Sega officially announced its commitment 
to Nintendo at E3, developing its new 
multi-platform strategy following similar 
announcements on the Sony and Microsoft 
consoles. I'm really excited, because as а 
creator, Nintendo is one of the companies I've 
always wanted to work with. In addition to that, 
Nintendo is Quite a challenging partner. So the 
fact that it is now possible makes me very happy. 
50, the first two companies from the Sega 
group to make the move to GameCube are 
Amusement Vision and Sonic Team, The first 
titles will be Phantasy Star Online. Virtua Striker 3, 
and Monkey Вай, all of which wil benefit from 
GarneCube's Increased power. Anyway, enough 
of plugging Sega games, let's talk about ЕЗ. 
To tell the truth, | have the Impression the 
industry is getting confused, as it is in Japan, which 


my favourable impression. 

At the show, many people asked me whether 
our developing two titles for GameCube signalled 
a shift away from the arcades. Well, this is not the 
case at all, and | will continue the arcade business 
as well. It is obvious for me. To me, both markets 
have the same attraction: they are both interesting. 

Anyway, as | have only just returned to Japan 
fram ЕЗ, lm still suffenng from jetiag. | only stayed 
three days, but | feel exhausted. Interviews were 
the most exhausting thing — always the very same 
questions: "Why did you choose GameCube?", 
"What do you think about Gare Cube now you 
are working on it?". | had to give the same answer 
over and over, and | felt very tired. 

Anyway, to answer these two questions simply 
моца say: “Because | wanted to," and, "I don't 
see what would be wrong working on hardware 
developed by a company with such a prestigious 
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little low, then that would not make a woman 
beautiful for everybody = it is the overall impressign 
she gives that will make her attractive. But that isn't 
always enough, and sometimes something more 
is needed. Something strong, which remains inside 
you, It is the very same thing for console. 50, is 
a given piece of hardware offenna this good total 
balance or nat? This is the point, | think. As creators 
have very different tastes, their respective types of 
woman — their perfect hardware — differs. 

in this sense, GameCube, PlayStation? and 
XBox may may be considered as many different 
types of woman. What do you think? Thinking that 
way may sound funny. And | would add... no, lets 
stop there. This should be a talk about hardware 
and it is getting very, um, 'hot'. So, yes, a system 
would be attractive if it managed to have this good 
total balance and an unidentifiable vital plus. So, | 
if hardware is the body, software would be the 


Toshihiro Nagoshi, president, Amusement Vision 





is Quite sad, actually. | really hoped we would see 
action and aet some exciting surprises, but | feel 
that | have been quite naive, Dreamcast has gone, 
and, in my opinion, Microsoft and Sony weren't able 
to present anything really innovative. What attracted 
my attention the most was certainly Nintendo, but 

| realty should stress that it is not because | decided 
to work on GameCube that I'm flattering the 
company. | just think that, as always, the company 
nas the right approach to the market. | also have 
the impression that this company is able to offer a 
solid line-up for a given market. As a result, people 
will desire these titles, In another way, even if the 
company chooses a young audience as a centre 
for its strategy, It is able to offer such a deep and 
nich content that it can also appeal to a much 

older audience. Yeah, they are good. Do | flatter 
too much? Luigi was there, but there was 

no sign of Mario or Zelda for the launch of new 
hardware, Every new Nintendo console has 

given us the occasion to discover a new Mario, 

and | want to see what new innovations his 
reappearance will bring. With this in mind and a 

lat of excitement, | was a little disappointed to not 
see the game at the show. But even that didn't affect 


history in the industry.” While this may sound overly 
simplistic, | really can't see what more | can say on 
the subiect. Okay, let's be a little vicious and let's 
say what people would like to hear: “Okay, this is 
great..." and at the same time, "but this is not 
good." However, | think that when you start to work 


perfume or the clothes. Casual, suit, dress, and 

then the night make-up to fit with them — | really 

think the creator js this stylist, who will give this 

attractive allure іо а model. Yes, that sounds great. 
Among developers working an certain hardware, 

there will always be one saying: "No, thats it. | can't 


| only stayed for three days at ЕЗ but | am now exhausted. The 
interviewers always asked the same thing: "Why GameCube?" 


on апу hardware, if you start to find you are 
struggling with certain aspects of the platform, you 
should not mention it, There is a reason for that, in 
that! think itis a personal evaluation of a machine, 
and the fact is there is no perfect hardware. 

It one person thinks a machine is perfect, 
there will always be another who disagrees. 
indeed, | have a bizarre image in my mind that likens 
evaluating a console to searching for your Туре’ of 
woman, Weli, | told you It was bizarre. | mean, when 
a person thinks a woman is very attractive, that does 
not necessary mean everybody will think the same. 
In a simple way, this could mean looking at how 
the eyes and the nose are, or looking at the total 
package. Because the eyes are big or the nose a 
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continue," and will strongly express its 
dissatisfaction. According to my analogy, it would be 
rude to say to a woman who may not be your type: 
“Why are you not different?" If she is not your type, 
she may well be ideal for many other people. The 
angry developer would be hated by the girl. So, it is 
important to choose according to your taste (select a 
platform), get a date (development), and bingo (a hit 
game). Thats it. Saying such things reminds me | 
really found Dreamcast very attractive and, well, we 
broke up. Wait a minute, I've gone and strayed back 
to my analogy. Oh well, see you again. 

Toshihiro Nagoshi is president of Aimusement 
Vision, formerly Sega subsidiary Soft R&D #4 


Edge's 


Freak Out 

imagine the Mano 64. fite screen eroased wih) the 
cutest rubber-Pangd fight ever, than stratch it into an 
essay on tha evils of exaggerated beauty Stumind: 





Jet Set Radio Future 

Рован the moet styish tite Олуб) en the 

Goo stand, thes tates? version of Srmiebitra Илу 
revolutionary Creation shoud imeress АЙ upon release. 





Stuntman nN 

Any game that lets you reersati James Bondt | 
infamous Corkscrew nver Jump (minus evarweidht 
sheriff in the passenger sant) has to pode well. 





Max Payne 

incre fe poor taker - trés was one of ne most 
promising ЕЗ games. Rumours about А becoming an 
Хх excuse wero rim HH not, Ип eut in ene month. 





Super excited yet? 


| ita nail with an inflatable hammer enough times and 
maybe, just maybe, the nail will eventually sink into 
wood. Robbie Bach, chief XBox officer, may have been 
hoping for a similar effect when he came on to the stage 
at the Los Angeles Entertainment Centre to give everyone 
a taste of console gaming, Microsoft-style. "I'm super 
excited," he declared. And as if we weren't already 
convinced about the power of XBox, he proceeded to repeat 
a corruption of this phrase after every two statements. 
But not everything worked with the reliability of a 
talking doll's voice-cord at the XBox conference. Video 
links went down, games displayed serious frame-rate 
issues, and respected Japanese developers stood awkwardly 
on the stage failing to hide their embarrassment behind thick 
sunglasses. It was an opening to Microsoft's ЕЗ which 
highlighted its inexperience in the console market. 
Elsewhere, Nintendo and Sony demo'd games with 
an assured touch. іп truth, their line-ups contained the 
same mixture of bad, indifferent and intriguing titles. Even 
Luigi s Mansion (below) failed to completely convince, with 
the comment ‘limited’ summing up the experience for many 
attendees, But in terms of presentation and media savvy, the 
two Japanese rivals have been doing this for too long to get 
it completely wrong. Sony's introduction of hired 'clappers" 
to their press conference filled the astute with dread, but 


. gave the less perceptive a more favourable impression 


‘of a mixed bag of announcements. | 

Technical glitches hardly helped Microsoft, but the 
order in which it showcased its games showed greater 
naivete, Potential blockbusters Oddworld: Munch's Oddysee 
and Halo opened the event; the risible Pirates Of Skullcove 
and a unimpressive demo of Al followed; a multiplayer demo 
of NASCAR Heat (which only underlined the demonstrator's 
poor driving skills) rounded things off. Predictably, journalists 
eager for melodramatic news went away with only the 
insipid, half-complete titles fresh in their minds. 

XBox has potentially great games. but the Microsoft image 
problem remains, Broad smiles and 'skatin' krew' slang will 
have even less credence away from US shores. Europe and 
Japan will require more subtle marketing approaches. But for 
the meantime, expect to be bombarded by the terms ‘nad’, 
"bombed', and ‘jazzed’, and a good deal more leading 
up to the US XBox launch in November. 
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Luigis Mansion 


Luigi beats his brother to GameCube as Nintendo offers an intriguing glimpse of the 
sort of environments that will be making an appearance on its shiniest console 
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Though this is a dark game by Nintendo's standards 
(have you ever seen Luigi looking like this’), it's all 
wrapped up in the cuteness so beloved of the softco 


— һе storyline is typically twee: Luigi 
has won a mansion In a competition 


| at his prize 
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er than being a platform game in the 
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comes pure exploration: it's your task to 
clear every room of Luiais new abode from 
the gnost-ilke occupants now calling t home. 


is is achieved via collaborative use of torch 


i straiahnttonward 
echanic is initially confounded by 


зе joypad — the yellow 


s Luigi, white the 


This oddbod (top left) assists Luigi with for what seemed like hours), but eventually, 
his adventure, providing a machine into f 
which captured ghosts can be fed. Ina 

clever Nintendo touch, a Game Boy Color 

provides in-game assistance (above) 
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In place of knife-edge jumping. 
precision comes pure exploration: 
it’s your task to clear every room 
of Luigi's new abode of ghosts 





Format GameCube 
Publisher. Nintendo 
лааг In-house 


Jrigin: Japan 
Оз (Japan) TBC (UK) 


The player walks the line between confronting ghosts 
and being spooked by them - producing comic effects 


put forward a cz yY mega-poly-courit 
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environments, рей Q instead to populate 


Th PU 


ng GameCube a ‘feel’ that 
tor example 
ame's lighting 
eects prior to ЕЗ, and in this respect il 


koron dancna across 


In terms of how the game is negotiated, think more Paper Mario than Mario 64. Entering new 
areas sees walls and doors taking on a translucent quality (above laft). Some of the larger foes 
take longer to suck into your household cleaning device (left). Numbers indicate their ‘health’ 








Thirteen beautiful sisters, a similarly unlucky number of evil demons, апа а 
scarf that's possessed - welcome to the continually odd world of Treasure 





Boss levels following on from 'normal' stages may 
not be particularly revolutionary, but trust Treasure tà 
have come up with some memorable attack patterns 


еа т you read ES6's ‘Inside... 
| || | feature, you'll know Freak Out is 
| one of three projects currentiy 

sucking the remarkable (and seemingly) 
never-ending abundance of originality out of 
the small but tremendously respected Tokyo- 
based company. And if you visited Edge's 
online forum several weeks ago, you would 
have seen screenshots along with a brief 
outline of the plot. Edge has since played 
a preview disc, and can now share more. 

For the less devoted forum frequenters 
(or indeed, those without Internat access), 
the narrative is deliciously Treasure-like: 
the 13 most beautiful sisters on the planet 
are targeted by the 13 demons of vanity who 
like nothing better than to transform human 





The superb central hub chamber where access to 
the game world is granted. Once all levels are 
defeated, a further stage would appear to exist 


How you use your scarf's ability 
is entirely рк to you - and this is 
a concept t o Edge's mind, 

borders on сатте genius 


Treasure’ 


beings into freakishly mutated versions of 
physical loveliness. Of course, to do just 
that the last of malignant spirits slip up and 
end up possessing the 13th sisters scarf 
instead. Realisina she can tame the evil length 
of material in question (which has the power 
to deform anything it touches), Linda then 
sets about rescuing her possessed siblings. 

But, of course, theres a superbly stylised 
intro to tell you all this without the need for 
words. Then ‘start’ is pressed and the screen 
reawakens to display the most memorable 
central chamber of an otherwise familiar and 
reasonably generic hub-like arrangement. The 
walls, the floor — everything In the world — are 
depicted in the suitably crazed pencil art seen 
some years ago in A-ha's ‘Take On Me’ video. 
Everything, that is, except Linda; her colourful 
depiction standing audaciously at odds with 
the stark, though lively, monochromatic 
environment. An appropriate time to 
get to grips with the controls, then. 

The left Dual Shock stick moves the lucky 
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lady. The righthand side equivalent aims the 
demonic scarf. L1 locks on to baddies with 
strafing ability enabled, L2 allows you to look 
around, while H1 unleashes the possessed 
garment dangling from your neck. Looking 

for the jump button? You're wasting your time. 
If leaping is your thing (and it'll have to be if 
you want to complete some of the levels), 
you're going to have to grab the environment 
and propel yourself against gravity. 

The clutching part is done automatically, 
with your angry scarf ever eager to wrap its 
cloth fingers around whatever comes within 
reach. When it does find something it likes 
the feel of = say, a foe ~ it takes hola, and 
pulling back on the right analogue stick 
stretches that particular antagonist until 
you're ready to let go of the R1 button. 
Obviously, the more you pull back, tne harder 
the hit, with the most powerful blow requiring 
a little circular wiggling of the analogue stick 
to build up the tension meter until Linda 
herself is thrust against the assailant. 
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One of your possessed sisters (above). The star-shaped icons at the bottom left and top right of the display 
are your and the enemy's health, respectively. The scarf's tension gauge can be seen on the bottom right 


The ingenious element, however, is that 
any part of the sc enery can be manipulated in 
the same manner, which is now vou go about 
geting airborne. it takes a ittie geting used 


r 


tO, Particularly in terms of judging the direction 
and strengtn correctly, but it does work 

with an entirely novel set of play mechanics 
You're stretching enemies’ body parts and 


using these as weapons, deforming ‘your 


Surroundings in order to protect yoursel 
fe = p i سی ج‎ abre m. Е = ъ ша 
„едЕ ine ресс, or ТБГ 


yourself across gaps using nothing other than 


two analogue sticks and a tew shoulder 


buttons, How you use your scars ability 
Б entirety up to you - and this ts a concept 
which, to Edge's mind at least, is one that 
DOrders on videogaming genius 

Less revolutionary is the game's structure, 
with boss levels following ‘normal stages, but 
as with all of Treasure's output, you can at 
least expect the unexpected when it comes 
to the characters you're up against. Whoever 
decided that the beach-ball-sized breasts of 


tne first-level temale opponents should double 


up as helicopter-style rotors should get a 
promotion. Mo, make that two. 


Expect a review soon 


Format: PlayStation2 
Publisher: Virgin 
Developer: Treasure 
Origin: Japan 
Release- ОЗ (UK) 
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The game is nearing completion and due out in Japan soon. Edge's only worry at this stage is the 
pronounced level of slowdown that can occasionally crop up during the game's more hectic moments 





t it did not take 
Vas оаск in town.. 


of E3 played host to all manner of waterspo 
long for word i to get around that Nintendo's seminal jetski Game у 


ne of Nintendo's surprise E3 

| showings was this, an update of the 
| five-year-old jetskiing game which 
many still regard as 
mainournshed racing catalogue, developed by 
ine а Ni ntendo- Dameg American o 
succeeded in bring Ridge Racer so 
convincingly to the N64 



























the pinnacle of the N64's 


И which 


The most obvious improvement in 12Bbit 
mode is the appearance of seven opponents, 
compared to the three of the 64bit version 
(Weren't gamers forgiving way back then) 
In a purely visual sense, however, the game 
push 


initially fails to offer inspiration, F 


of 


towards realism offering a style of 
presentation almost akin to a PC game 
it looks shghthy drab in comparison to the 
colour-drenched, almost сапоопу N64 title. 
Nor does the game appear to push nearly 
as тапу polys as its host machine is capable 
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It was difficult to tell on the monitors at E3, but Blue Storm appears to use a lower resolution than most 
other GameCube titles. The trade-off comes in the form of a raft of truly magnificent water manipulation 
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Format: GameCube 
Publisher, Nintendo 
Developer: in-house (US) 
Origin Uus 

Release Оё 





The somewhat sombre tones of this sequel sit at 
odds with the legendary N64 title. In an odd move, 
some of the characters’ spark has been stifled 


of. The trade-off comes in 
visual effects: bont bounces off jetskis and 
the water's surface, itself rendered in a 
staggeringly organic manner (indeed, realistic- 


i the form of spot 


looking water was all over ЕЗ, anc only two 
titles came close to matching Blue Storm's 
420 — Pirates Of Skullcove Island and 
interplay's Baldur's Gate: Dark Altancel 
and the camera ‘ens becomes spattered 
win spray durin Jg repiay Sequences, an 
effect somewhat akin to that of Wargasm, 
but more convincingly implemented. 
Nintendo promises a total of around a 
ozen tracks for the finished game, although 
at least three are being directly E 
trom tha previous game, lending a famikar 
eel. Most tracks offer the typical brand of 
Wave Hace short cuts and obstacies, and 
unsurprisingly. buoys mark out you 
through each. As in the previous game, 
passing these markers eventually maxes 
out your power, but Blue Storm also 
introduces a turbo feature, which becomes 


brought over 


ir route 


available before full power is achieved. This 
elernent brinas with it a new layer of strategy 
ayers elect to use speed bursts for 
overtaking manoeuvres or to simply gain extra 
distance when jumping over obstacles. 

Linquestionably the most enjoyable 
watersports title at E3, Nintendo's game also 
allows you to perform a wide selection от 
stunt-like moves while riding, some familiar 
to the series, others new. As well as being 
aesthetically rewarding, such stunts 
bring score remuneration 

While in some 
disappointing to see Nintendo hauling 
across so many established aspects to this 
high-profile GameCube title, it proved one of 
E3's biggest draws, and served to hammer 


respects it was 


home the message that marry gamers seek 
little more than updates of "сш 


they «now and love 


TimeSoitters 


Free Radical goes back to the future once more (or is it the past?), pouring 
extra effort into refining the oneplayer element of its runaway success of an FPS 
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Develope- Free Radical Design 
ч jn: UK 
ii gala 1585 Q2 2002 





imespittars may have offered 
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tne muiplayer arenas or just tinkenng around 


with the MapMaker will be delighted to hear 
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that tha seguel is to receive enhancements 
in every department, 

Much of the engine code will remain 
ntact, but the team is keen to make major 
upgrades їп key areas. Apart from visual 


enhancements. environments wil be more | | | | 
anha ants D] 7 7 th | 
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that many of the organa 
Ihe developer promises a new animation 
system to make enemy characters act 

more dynamically to wounds ir te hit areas, 
and all weapons will be enhanced. But, more 
importantly, ри; "ie-based o bec ives ага fo 
пака an appearance in the oneplayer came 
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as before, but will also benefit from more 


intricate level designs and an improved 
Character models are already much improved from the 
original, and a rewritten animation system should ensure 
that the death sequences are more convincing. Though 
Support is assured and a possible online the manic nature of the multiplayer games will remain, 
component is under discussion. Screenshots the team has made a commitment to the oneplayer 
experiance. More complex mission objectives and a 
cohesive plot will send the player from the Wild West to 
De the first of its kind on console. Coding alien landscapes on a quest to thwart the TimeSplitters 


version of the MapMaker. Few details about 


these aspects are being revealed, but i-Link 


hint at FPS squad-based combat, which may 


ч ШШ шз HR Бы ванны кы: 
began on the title in November and itis 


scneduied for а spnng 2002 release 
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he interview with Legend 
Entertainment is going 
OU smoothly — but the atmosphere 
is about to change. A seemingly 
innocent question about the game's 
deathmatch options has the team 
looking at their shoelaces in an 
awkward silence. ‘You would think 
the team currently working with Epic's 
powerful new Unreal 2 engine would 
be delighted to talk about the game's 
multiplayer aspects. But silence hangs 
in the air until Legend's studio head, 
Mike Verdu, speaks up: "A lot of 
play has been given to this product's 
multiplay in the press, but we want 
to talk about other aspects too. The 
focus Tor most users is going to be the 
oneplayer game. Let's talk about that.” 
If Legend Entertainment wants 
to get one message across today, 
It is this: Unreal 2 will be bigger and 
better than anything its licensor 
has produced to date. It comes 
across in everything the team says. 
“Unreal was a linear quest through a 
somewhat barren landscape," declares 
Мегди. He is clearly unperturbed by the 
presence of the Epic team, which is 
also in attendance at the meeting. 
Legend may be contracted to the 
hugely successful Epic, but it certainly 
isn't intimidated by its reputation. 








Unreal 2 


Legend Entertainment invites Edge into the all-new, hugely expansive Unreal 
universe to talk engine advances, fluid NPC interaction, and the oneplayer 


experience. But whatever you do, don't mention the multiplayer... 





Aida is the military intelligence officer who will iy, VW im ye 
guide the player on strategy and dellver many of (P A Tp oT, 
the plot twists from the confines of the Atlantis ae | 





A pinch of assault 


Anyone familiar with Unreal 


Tournaments most dynamic element ien ] m 4 i 
x : В А | = ES Н [^ 

should be instantly enthused by the 27.68, "x ч 

scope of Legend's design brief. The ce"; us 


Toumament's Assault mode and 
developing a game that will see 
the player defending and assailing 
fortresses on a massive scale. This 


will involve firefights against alien 


Format PG 

Publisher: Infogrames 

Developer: Legend Entertainment 
Release: Spring 2002 

Опаіп: US 





Legend is particularly proud of its particle system, which is its own addition to the Unreal 2 engine. Along with impressive flame and smoke effects, 
the team promises material affects which will band and flow to convey the sense of air flowing around the interior and exterior environments 


landscapes, the defence of the allied 


otages, and the infiltration of underwater 
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Legion's reluctance to discuss multiplayer becomes clear. 
Talk of frag counts and capturing flags does a disservice to 
the effort which is being channelled into the oneplayer game 
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This will have a natural intermission, Sc 
tha first wave finishes and things calm 
down, Defenders can then run to the 
first-aid stations, get healed and get 
ammo. Then vou wil get notification 
Іпат the second wave s оп fs way. 


he reasoning behind Legend's 
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Channeled into Ine oneprayer dane 

As a 24in century marshal at the frontier 
of space, it is the player's task 

2 recover Ihre powerful arteiacts and 
auei an interstellar conflict! between six 
alien races. Each missior 
amonons to оме the player ireecom 
over oming allegiances. "In one nanie 
you may be allied with a particular 
mercenary company, and then two 
missions later you will be fighting them,” 


explains Verdu. “The balance of power 
shifts contnuousty and In some cases 
we will let you make thess choices 
jynarmically. М5 really an objective of 
Durs to have you go Gown into а battle, 
see two sides fighting and pick one. We 
wil eventually channel you back into the 
story, because you don t want it getting 
out of control, but we want il to be 


Discovering Atlantis 

A meta narrative wil support the plot, 
which unravels during missions. This 
takes the form of discussions between 
najor characters on the Atlantis, the 
crew S military үр. You wil be atxe to 


explore the ship, research items found 
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More than 24 enemy creatures will make the fina 
game, The Skaarj is the only race to return from the 
Original, though new tribe types = indicated by 
tattoos (right) - will provide different challenges. 
Mora faarsome leaders will command their brethren 





The latest iteration of the Unreal 
engine (Unreal 2) provides Legend 
with the grunt behind its game 
universe. While the original Unreal 
was optimised for Intel's MMX 
technology along with PowerVR and 
Jdfx 3D accelerators, the engine's 
advantage lies in the consolidation 
of core technology. NVidia's 
dominance in the videocard market 
is seen as a boon by Epic. "Diversity 
held back 3D," says Tim Sweeney, 
Epic's lead programmer. "Now 
NVidia ts doing everything possible Lr 
to accommodate gamers, and we're = 
already talking to Microsoft about Ы 
DirectX 9. Up to now all 3D games mere gimmick, but a core part of 
have looked similar €— of the the gameplay, “We think it Is unique,” 
hardware. Now they'll start to look 

more unique." enthuses Legend's technical lead, Mark 
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The Unreal 2 landscapes Poesch. "In the firstperson genre | 
revealed to Edge along with the ‹ 
technology demos shown at GDC 
provide ample proof of Unreal 2's dialogue mode you get these characters 
power and versatility. The ability to 
move smoothly from an expansive 
outdoor arena їп a claustrophobic 
interior, with no drop in performance There will be a limited number of 
or detail, is the engine's greatest 
asset, The landscapes Legend has | 
generated for Unreal 2 are already well, and they have personairties — an 


always been troubled when you ao inti 
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characters that you will get to Know 


some of the most memorable and emotional state relative to the piaver 
haunting consigned to silicon. It is Тһе will cnt 1 of at vou if vo 
Loy Y em Jr cll yu d 


DirectX 8.0's manipulation of both 


pixel and vertex shaders which darme Wem, anc MEV Û MEKE ORES to do the things wich are worth doing n contact with you when you go planet 
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Though polygon counts alone Мааа 1-7 оаа 
cannot improve gameplay, the to a crewmember on the Atlantis and ind down. What is the character going accompanying you on missions 
ability ta provide solid and well- enter the dialc 
realised environments is seen by i - i i li 
Epic as a step forward in terms the use key. A list of short ‘talk options them to get ergy disturbed, says Verdu. “We believe in piayer 
of player immersion. Unreal 2 wil be lished Tore igh this type Or F-venti ally t could raise the р DESIDIITy empathy, Si) we're not gong Io let 
can comfortably generate 50,000 


QUE Mode by pressinc to say about this? [here's potential fol We don't want a Daikatana situation,” 


iteríacina is nothing new, Leoend те player beng put under medica уйш Screw Yourself. Mannes wil provick 
triangles per frame and remain at А Т » 
a constant 60fps. To put this into wants to make conversations incredib supervision and then game over you with enough firepower to complete 
perspective, Unreal ran at around fluid. Characters will become impatient Three major characters will gwe a mission. We warnt to give them 
300 triangles per frame. "Levels | D er | 
m mun Arê "uu rh gx тагу Tiu сүлгү "a" uarian TTY ТГ» nm +e We Me 3 Wi кү Im ГГ ЕГ ИТМ So hey FETE 
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run fine on XBox dev kits — both sh. gi i ну | "i ر‎ : 


hardware transformed and hardware will invite players to interrupt others or ss" pilot, Isaak, the ship's technology names and different voices, but when 
It,” states Epic lead programmer 
Jack Porter. "it's based around - = 

some of the old Unreal code. but drives our motivation is that we nave a officer, "It is really Aida who sets things you feel a pain, but that's life. 
we've added some new sets of core system and every p 


draw third parties inta the chatter. "Whal expert, and Aida, a beautiful intelligence Jonnson buys it at the front entrance 
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functionality to bring it up to speed the system,” adds Poesch, "The trick is What's going on in the sector and will be Unreal ambition 


There are two main additions: the 
terrain system for large outdoor The scope of Linraal 2 5 ter 
areas, and the static measures, or The game will combine elements 
| hardware pressures. These are high- 
poly-count, prefabricated objects 
that you can place around a level,” 
Epic's new engine promises 
to bring an incredible level of 
power and versatility to coders 
at all levels with large libraries 
and resources already under 
construction. Though Epic is busy 
developing a new title for XBox, it 
seems certain that the licensing of 
its new engine could generate more 
dollars than any one hit game Though Legend is developing Linreal 2 for Epic Games, it has ambitions to make this new 
installment superior to the original in every way. The oneplayer game remains the focus others focusing on inflitration and 


T J 


tradibonal COfTICK PS tension with 
squad-based assault play. But Verdu i: 
aware of the difficulties involved. Though 
the oneplayer experience will remain the 
s, only 13 missions are provided 


Tha team is keen to make eact 
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The team has divided weapons into five types: biological, 
electric, psychic, thermal, and physical. Matching them with 
you've never seen before. As yo 
lore further there Is a door blocking the alien encountered will be a major part of the strategy 


ur path and there will be a path 
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crew members effectively will be Ss, YOU could give them the shor ancountered Will бе a major part of thi 
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zame strategy, Tha anmenade launcher, 
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will hopefully help matters. “The wen 


ou would issue orders to some 
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everything slows down. The Takkra Gur 
The arms race which fires hunter /killer dre 
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the weaponry Legend is attempting 
to introduce to the FPS 

Unreal 2 6 such a departure from 
the original game that only one race is 
to make the transition to the sequel 
the Skaar: The landscape technology 
has provided Legend wih certain 
design challenges. Create a surreal 
landscape and suitably unusuai айап 
types are required to populate them 
Perhaps the strangest are the Striders = 
biological terrors that grow in strength 
through melding with other Stnders 
Beginning as a blob of conical glue, 
the Strider, if laft to its own devises, will 
eventually form the Strider Nemesis 
a creature with dramatically increased 
firepower and intelligence. Striders wi 
also be able іо disassemble. and 


reassemble to overcome obstacles 


Whe hunting down adversanes 
More unusual still are the Ч" —a 
transcimensional alien race. “There are 
actually only three N," ponts out Verdu 
"But because they occupy more than 

one position in space at a time there 
appears to be hundreds of thousancis 
of them. They can't be killed, but when 
rou shoot one, the blast depletes the 
energy used to fold space and time a 
(каг node of the N.” 
Trekkers may love the possibility such 
creatures conjure up, Edge only hopes 
that Legend avoids the usual features 





associated with such videogames 
entities: a series of fluorescent clouds 


designed to frustrate 


Multiplayer made clear 

As tor the multiplayer options, after 
explaining every facet of the oneplayer 
game, Legend becomes more amiable 
to talking about online play. “There is a 
iot of mulliiplayer action too," concludes 
Verdu. "You have a home 
you can customise with gun turrets, 
forcefieids and sensors. Then you have 


to attack your opponent's home base 


The promise of indoor and outdoor environments, 
combined with Legend's own advanced particle 
technology, promises truly frantic multiplayer skirmishes 





The power and flexibility of tha Unreal 2 
engine is such that levais can be designed 
with More speed and ingenuity, Vast 


underwater environments will be encountered 


and bring back a precious item. The 
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'ontrol the research tree. ЇЇ will start 


with replicators, and then work up 
over time until you re producing 


racket launchers and soout OOS 


This Shoe cnanaa {һа cynamic or 
gameplay, and give an almost ATS 
aspect to the experience. 
The promise of ndoor and 
itdioor environments (see ‘New world 
order). combined with Legend's owt 
асмагкас parice тесгиююсу, ИТОГ ИЕ 


Smoke grenades can be fired tc 


-reate diversions or cover allied 


advances. While smaller weapons 
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can be manufactured quickly, powerful 


technolooy, such as repair robots, 


Will take longer. Teams must decide 


einer To go тог an ali-c 552181 
n the enemy or hice ther tima 
recor nina technoincy annt Bair 
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looking further than typica 


arenas to provide garners with 
Something special, but in truth too 
much of Unreal 2 Is currently wrapped 
n design documentation and concept 


art for any real appraisal tó be made 


of its potential. Legend talks a good 
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dropships land on terrain outside the 
base. Mannes jump out and form Into 
squads, You hear your guys screaming 
and chattering on the radio. | see an 


enemy coming around the Tront wall 


comma amund ihe 


back. All nell is about to break : 
Unreal 2 is certainly one of the 
most ambitious FPS games ew 
envisaged. Unfortunately, it ma 
take urti next year's ЕЗ to discover - 
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Legend promises ten unique settings ranging from volcanic planets to heavily forested landscapes 
Players will be able to move fram internar ta exterior environments with no drop in detail 
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Inside... 


Revolution 







stung by the reception of its last title, in Cold Blood, 
the York-based codeshop has regrouped, rethought, 






and -to some extent — retumed to its roots for its 






new assault on the market. Edge plays detective 


to find out more about Good Cop Bad Cop and 






the next in the legendary Broken Sword series 






is even Wher Ingde the walled city of York 
Алде Нало ол York office, it's 11am ar 
Jbeautiftt day. As progress is made down a 
steep stone ра ү the river Ouse, sun shining 
overhead, tourist boats drifting by, Edges first 
thought is: if tnis is a revolution, then it's a pretty 


relaxed one. But you wouldn't expect anything 


mie a 4 Бл арн Fue un blu hore MW 
eise from a software Nouse based her LR 
ч 1a рач е Р а _ a te ate ран T 

Ж LUI MENON ve FEM RAS, Ol ESLITER 


E = 


iuinqeon stones and franchised mistakes and 
regrets, marketable ghosts in tne photograph. 
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evolution loves its memories, too 


Charles Cecil laads the way through the 


йыт eee B ыз тй کک یی‎ anl 
С ГИСИ ORTICERS em; D а-ар а рса с ENT 
the walls — а Broken Sword poster here, some 


Lure Of The Temptress publicity over there 


proud history, past achievements. Edge is here 
to sae the future of Revolution - Good Cop Bad 
Cop - and glimpse work on its new Broken 
Sword title. Ceci wanders off and returns with 

leagues Ben McCullough and John Payne 
and three folders, which turn out to be tne 


equivalent of Revolution’s Domesday books 


-ach one is full of press clippings for their back 
catalogue, a history thick with praise, He flicks 


throuah tham with a smile. Happy memories 


Vive la Revolution 

It's 1992, and Revolution releases its first game, 
Lure Of The Temptress. The title combines old- 
world ethics with graphical adventure. and goes 
straight to number one in the sales charts. The 
leveloper’s second title, the snapped futuri 
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J| БепбаПп А Stea Sky, & reteased in 1994, and 


follows the path o! success carved by the first 


The two chapters of the Broken Sword trilogy 
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Photography: Martin Thompson 


he looks down at the press cuttings: “in Cold 


On top of the RenderWare toolset, Revolution has added volumetric lighting, 
particle effects, and animated textures. One area of pride is the explosions: 
"Pretty much the whole screen, exploding in your face," says Payne 


JR 


"Hin. 





Blood... people who loved adventures and Good Cop Bad Cop ^ai 


liked action gave us fantastic reviews. People Cecil introduces the thirdperson adventure: "It's 





who liked adventures and didn t like action an action game in which the narrative rewards 


would aive us sight lower marks, People. vou. It presents you with moral choices at 
His voice trails off, but vou just know certam points in the game, and the outcomes 


what he's thinking. He clarifies: "It was sold of those moral choices are very important. So 


mistakenly = and God knows who by – as you might have the option to shoot someone 
а Metal Gear Solid equivalent. So people or arrest them, and the weapons you get, and 


thought ‘excelent , and then it was nothing the gadgets YOU JEL depends on that choice. + 
| ji LL 
lke MGS whatsoever. In Cold Blood was We want a consistent wor d, we want people i 


an adventure, and it was an interesting to react according to their approach." 


“The narrative presents you with moral 
choices at certain points, and the outcomes 
of those choices are very important” 





expenment, and a lot of people loved it, As revealed in E98, the game centres 
and we don't intend to repeat it at all. on detective Ben Kellman and his quest for 


Good Cop Bad Cop is an action game. ses for his Murdered father. Accompanying 
The action determines everything.” Kallman is Maria, his honest, do-good partner, 
Good Cop Bad Cop is one of two next- and McNab, the streetwise boss who 
generation games Revolution is working on, encourages the detective to get the job done 
in addition to cor era the Broken Sword regardless of bodycount. The two influences 
games to portable platforms. The other — the act as devil and angel on Kellman s heavily 
naxt in the Broken Sword series, The Sleeping burdened shoulders, giving advice and framina 
Dragon, and absolutely not to be called Broken the game s moral choices. It's an interesting 
Sword 3 = is just aut of the planning stage. dynamic, especially given that this is 
Good Cop Bad Сор, first seen in E98 RHevolution's first self-sustained attempt at 





Revolution devotees will recognise this alley 
scene from Broken Sword 2. To demonstrate the 
look they're aiming for in The Sleeping Dragon, is much more advanced. action gaming, but the directors eager to 
Revolution resketched and reconstructed it 
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The lead character has several different animations for pulling himself ир 
differing heights of obstacles. It's just part of the animated attention to detail 
that Revolution hopes will alevate Good Cop Bad Cop above rivals’ work 


& that the team knows what 


With action games, the game is the gameplay." 


Sometimes Cecil talks like a politician, 
punctuating short sentenc 
bullet-point philosophy — “We have a 
strong vision of what we want to achieve" 
but sometimes cracks appear and it's obvious 

1 That vou d trust him with the 
able confidence in his 

team's ability, its collective 

While McCullough demonstrates the 
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3n fits together 
he first part is the gunplay, the combat FAQ 
апо tne gameplay comes from deciding now hurt na at 
to combat that: guys with riot shields who you ‘GO on, knock him out'. And Мемар saying Company name: Revolution 
may have to де! behind, guys with autoguns e quy's iust gonna be let off. Just nz Founded: 1992 
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makes the game more ‘coplike’, there's the sho n, Ог you go into unarmed comba Number of employees: 24 
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exploration. You can climb, shimmy, sidestep.” It's a gameplay choice, and that’s important Softography: Lure of the Temptress 
e non-linear tactical But how will the player know whether (Amiga, PC); 
he forking bipolar morality. they've made the f 
the plot will throw up stark V YAN st sible to get the 
ions, and it's up to the 


with them as they see mt. eme { "How bad can vou be 
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are that you re probably going to have to 
be pretty good to get tha good cop route. 
We sort of want to encourage people to play 
the bad cop route, and we want to encourage 
them to work out how they get the good cop 
route; to think about it more. 
"We've written the story so that you 
don't really know what you should be doing 
or you shouldn't be doing. Wê hope that 
players'll be sitting there thinking about it, and 
then the next day on the way to work they'll 
be thinking "What should | have done there?" 
Though at every juncture Cecil is keen 
to stress that the emphasis in Good Cop Bad 
Cop is on action, it shares much of the 
philosophy that runs through the Hevolution 
back catalogue. Skipping through the digital 
sketches and taking in the characters 
personalities, it strikes Edge that this is as 
close to moviemaking as gaming gets. The 
game isn't a wry slight at cop folklore, nor is 
It a one-joke riff on the Good Cop Bad Cop 
formula. This is every piace of copshow 
cliché, shot as fim nor and played complete 
straight, wrapped over something Ceci 
believes games so often lack: emotional depth. 
"We wanted rich characterisation," he 
stresses. *A lot of Japanese and American 
garnes have very one-dimensional characters. 
l'm not into knocking other people's games ~ 
there are several which are excellent - but you 
never really get drawn into the characters." 
That's not the only advantage Cecil feels 
Revolution has over its rivals, either: 
"Something that we do — and we don't believe 
the Japanese and Amencans do = is the 
attention to detail in the animation. There's a lot 
of love gone into it. I'd like to think that there's 
no one else writing an action game who's really 
tried this hard to get across the right feeling. 
"There's a lot of obsession with 
photorealism at the moment, and our feeling 
is that photorealism's never going to look as 
good as a film. So you want to believe your 
characters. but our feeling here is we want 
something that looks realistic, but is stylised, 
timeless. Like in ‘Seven’, we really liked the fact 
that you didn't Know whether it was set now or 
in the past. What we don't want to do is pick 
up the baggage of any particular time period. 
An example is the cars — we very deliberately 
went for a mix of the 505 and the modem. 
It's all part of the unique look." 
Have they found their vision limited 
by the host machine's architecture? Payne 
answers: "Texture memory is always going 
to be a problem on PlayStation2, but you can 
actually upioad a lot of textures per frame. So 
it's not really about texture memory so much as 
it was in the first generation of games. We're 
getting really good performance from it, even 
though we're quite texture intensive. We've 
always done really nice prerendered 
backgrounds before. From an art point of view, 
we're not going to make do with standard PC- 


like games where you don't get much 
in the way of texturas." 

Cecil interrupts: “There's a big difference 
Detween first and second generation. To be fair 
to these guys they didn't have dev kits, they 
didn't have support, they didn't have libraries. 
We really caught the wave in terms of Sony's 
dev support, the new-generation dev kits, and 
also Render warê. That's fantastic, because 
thats what middleware s really about, to give 
us — we're a content company, or that's what 
we've always been — a level playing field.” 

Payne nods, and continues: "It's given us a 
lift, because you don't have to write silly code 
to put triangles on the screen. We've got that, 
we've got that for PS2, XBox, GameCube, and 
PC. We're allowing the VU coprocessors to do 
the graphics, and we're using the core for the 
AJ. We're using Maya for our artists and our 
designers. When you're programming a game 
you can spit к, almost, into what you see and 
hear, and what's going on in the background - 
the Al, the character movement, that sort of 
thing. We're very much at the moment focused 
on the intemails of it. The control systern is the 
big thing, And tne Al is the other, um, big thing. 
If you can nave two big things." 


Broken Sword returns 

If you can't, then Revolutions clearly in trouble 
across the board, Two big things: trying to 
develop a genre-defining artistic thirdperson 
shooter, while simultaneously scripting the 
follow-up to two of the greatest adventure 
games of all time. Broken Sword: The 
Sleeping Dragon is finally heading towards 
next-generation systems, and the adventure 
gaming COMMUNI I5 in raptures, despite 
knowing little to nothing about it. Aside from 
concept art and the cover of a top-secret 
design document, Revolution has File to show 
today, but what Edge lays eyes on is exciting 
enough = conceptually at least. So why the 
long wait, especially given that demand for 

a third episode has always been so high? 

"Wa consider it to be a valuable franchise, 
replies Cecil. “What terrifies us is ruining that 
We want to keep it very much alive, rather 
than just pumping the franchise." 

Valuable memores. The developer's last 
affair with marketing went wrong, 40 it's no 
wonder Revolution is precious about its past 
In Cold Blood was judged as an ill-advised 
blend of two separate genres; by splitting 
them again, Revolution hopes to return to 
what it does best - excelling, storytelling, 
encoding more golden memories – with a 
smäll, albeit significant, switch in philosophy: 
"Previously it was the story that came first, 
Now it's the game." 

So, Revolution goes back to telling tales 
and mythology keeps on being written in 
York. Outside, the tourist buses rumble 
by. IS а gorgeous day. When youlook — 
back, it always seems that way . 
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Attacking the two gang members head on will lead to a firefight, but if the 
player finds а way around the side a little stealth killing is on the cards 








Temporary textures and 3D level sketches 
are made into rooftops with some artistry 


054 


HE 


RE 2 
LL 







AAT. 3 
TA 


IS 
jJ IL 







i ES 
513 


سے سے 


Stop playing around, 
Go mobile. 


Rata iret Les mam БГ а 






FH га ry тта = ry 
3 LE 


L^ “Йй 
KC MB AL 


г ги 
за 
F 
Р i] 

үт 

| & 


TET] 


. Best in show 


Edge dismisses the digital dogs being shown at the Electronic 


А20 rule you «mow That. 1,4) of these woud De 
emmentNy forgettanie. Armi. Deng Fami win Edge. 
you know thal paning the remainder down 10 8 further 
subset snit a dificuit task. Over ihe next 22 pages, 
than, bis he rostinotabie fies from the year's most 
mportanti videogarning event, 
ff you looked hard enough, й was ponsible to 
identify n clutch of potential classics on every viable 
platlorm. However, some, mars than others, appear 
to need mow than simply an axtra month's Worth of 
tasting betore they can hope to make an impact. 

Beat СЯ Show’ will give you a clear picture of which 
upcoming software ta keen tabs on. Borne may never 
even see the light of day Others wil have ther spark 
crushed Dy publisher pressure. But ай succeeded in 
cutcring the eye of The disceming ЕЗ attendee. 
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he most complete of ali Nintendo's GarneQube 
lies at ЕЗ. Super Smash Bros Melee was one 
of the show's most played games. However, while 
some casus observers greeted йз super-colourful 
character heavy action with open arms, hardened 
fans of the МБА incamation seemed less impressed. 

The most obvious dirence relates to site: 
arwironments seem more camped, while characters 
have Growl. And iis was the source of mos 
Стат, psaryers left signty cold by tha new Bose 

in gameplay terms is business as usual: uo to 
four players Choose from à sélection of established 
Nintendo characters Including Mario, Link. Yomi, 
Bowser, Captain Falcon, Donkey Kong, plus а 
number of secret taces) and take erm into battle, 
simply atternpting 16 knock each other from tha - 
platiom upon won thay stand, 

Randomly cx = ae ted power ups {ма in an 
appearance thrown trom passing cars on the F-Zero- 
themed stage. for instance], and naturaly each 
character has his or her own speck mos 

With backdrops essmntulb, penting Nintendo 

has bean abis te чыш ! polygons on the characters 
themselves, and the effect is Dreathtaiong, each 
recexnisable figure appaanrng in the iind of detail 
previously associated with prenencisred models. | 

Beyond the paten! ly aluring graphics, Nintendo 
promises a Tournament mode allowing tor up to 64 
players to compete, vangus camera controls twhich | 
may combat the show version's percelved 
awkwardness), а s&veable snapshot огил, 
and a number of mystery modes, 
| pond however, you can't help but wonder 

UEL. — 10 make such a hig беш out of 
мове at ЕЗ. I's no conccdence 
that the company sti has по Dsg-narme traditional 
beat ‘am | ID in its ts fold, which may explain Melee's 
prominence in the с ompany's roster. Sy removing The 
purity of the orginal game, though, and embellishing 
the experience with fast zooms and а new sense of 
scale, the company may in fact be moving 
further away from a suooesstul formula == 
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Format GameCube 
E Punisar Nintendo 
Deeper HAL Labs 


The solidity о! Super Smash Bros Malee's manifold characters is patantly 
clear. Nintendo has really pushed the boat out in exploiting its IP this time 


around, bringing Captain Falcon out of retirement and also exhuming the 


small, sian load character trom the ancient NES title, /ce Climber 
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Rogue Squadron | 


ш Fornst GameCube 
Gu nen Nintendo 
B Oeveooer. Factor 5 


You'll be able to control two wingmen in the finished game, ordering them 
to offer you cover or to take out a particular target. In visual terms Hogue 
Squadron ll ts the best-looking GameCube title yet, with astonishing use 
of textures enhanced via the appearance of specularity and illumination 
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In garmeglay terris this is vary much a танас 
tha original Pagus Squadron, although Edge was lef! 


the sechons featuring the 
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star Fox Adventures: Dinosaur Planet 


A Forma: GameCube 
E Publishe: Nintendo 


m тог са | ai Developer: Rare 


— —— ppt queue omm a B di ai быш ieu pe 9-9 7-5 ere 







| TE rurmouned (hat, having jowed at last years ЕЗ 
thet ne at wel tur Planes NOAÀ tte Dinosaur 
ага! into a Slaak рагпе, Shigeru Memo olo wert 
Avery, mougnt about f some mora, men Decree 
tat thes avenue must be explond, in truth, Siang 
Adventures is (he résull of a co-operalive aliante 
Hewan west and east — apparently nagotiaborna 
were already underway at the beginning of 2000 
Irreapactive of this. it's wonh noting that 
ine Siami ineage does not appear to have а 
massive айас on gameplay outside of the cnaractars 
{нтів ~ apace- based sectians арреаг to merci 
serve n5 links between McCloud's dastmation 


jas = 


planets, Offering ess-than-earth- чта] (Пуга 


On tha Ground, The ervirongmnents currency OCK 
- somewhat spartan ів legacy of tne cames enit 


hentage, parapa à^, put Түрү anm at east 

complemented by а raft of tasty graphical oficis 
During combat, the view changes to a letterboxed nou idi Geautiiuty rkectve ice. The combat and 
format (top right). This feature has only jus! been Ex DICTION SCHON, NONS SEEMS ai east | 
implemented by Rare. Wonder where I! came from? goid as ayting eise on mao format - 


Pikmin 





T Format GameCube 
m Pubtishern Nintendo 
B Dëvelòper: In-house 







S hen; Miyamoto dams that mspiration for 
X Ferrum came calli 0 while ha rocted around in 
1 i 
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his vegetable patch in the garden of ha rew house 
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ATEA CEOD OLED Sur rely cEwm tnat the 
ightbut-durmahnation moment came as the legendary 


creator looked nto ma PC space, happened across 
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Its how he might translate their appeal to а conso 
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Door entities who are only too hapo to hein 

Want to chop down а plant? Simply gather a 
number of Pikmin ana direct them to the task. Faced 
with gr лїгїн! allen creatur? Then send your 
taskforce into baltie. Опіка РС title, тти гє] such 
Your adventurer can order Pikmin to be constructive functions is a relative breeze, although the actor can 
and destructive ~ ie, fight. Some foes aren't too get signi urwigldy when you ré (абас win up 
tough (main); others are plain evil (top right) to 100 of the critters. One to watch carefully 
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ernal Darkness 


а Format GameCube 
gm Putteher: Nintendo 


m Doveooer Silicon Knights 


[- om secoreiparty American outit Sion Knights 
comes Etera D 
adult-onented GameGube titles shown at ЕЗ 

Sadly, Edge's experience af the title revealed that 
the aspect Elama Darkness nas most in common 
with other ‘adult’ titles is that it plays very much lke a 
PC оште, Elacting to assume the role of a siahty 
constipatad-loong Roman warior-style character, 
lor аха а, sees you plodding around in a most 
iethargic fashion, with combat involving sasing in the 
rough direction of a fos, slashing again, men welening 
a felled. it's like me beautify honed fiahting 
mechanics. ot the батут дасах never happened, 

To its credit, the gamass 


зеб, one of the few oiii 


mm it 


camera has beer 
implemented wih some fiai (although ts sinct 
scripting nds an oddiy prerendered teal to the 
acioni. and some OF ts poniente gerumesy non 
Nintendo (you descend into venous levers of insanity 
throughout, resultie 


3 in much unplessant imagen) 


hi яа ЕМ he А Г РИЧИ НЯ ый um " 
Is no vent Hl Z, but Llarmess mares an ez 


mieges new avenue icr the company 


п Format: GameCube 
E Publisher Sega 
ш Dovetoper In-house (Sonic Team) 


n first impressions iE might as welt nave а 
Dreamcast game. But then, within the confines 


М Saca invite-anty ES ansa, you spot а GameCube 


update to. one of the word s most 


ping nost to the 
ntamous APGE: It pulled й out of nowhere, but Sonic 
Teams PSOV2 was one of the show's hidden gems 
Wim Nintendo remaning oua 


onire ратио plans, # was intnguing to sem the ti 


XI C 


егп ng йБ 
running in fourplayer spliscreen mode. Creator Үш 
Мажа bodi ciermecd that eacn Wino Wes 
generating the amourt of visus dala c: a Linedermocast 
runnmg the силах gama ren one window, am] 4 
was СТ И to deny it ike Segas other games o 


Nona HAWARE, 


(looked absoutely gorgeous 


Apparently (twili not be possible to lik 





GarnaGube and Dreamczst PSOve DEIN. мал (8 
a sad revelation. More heartening, though, is the 
simple fact nat Sonic Team is bringing trus, Баган ү 
ite hottest property in many years, to Nintendo's 
GameCube ів а 


favoured platform tor Japanese thimpamtes 


formal =a concrete sign that 
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Three characters are available, offering a number о! 
different weapons from various periods in time. But 
it's the darker elements that will appease many 


Phantasy Star Online Ver. 2 
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Antialiasing is an easy graphical mechanic on 
Nintendo's hardware, meaning that this conversion 
looks pretty much identical to the DC original 


{7 FE > 


B Format GameCube 
а 2179070 Nintendo 
E Осинораг Aare 
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А nother title pulled out of Ninténdo's bag of 
surpnses at ЕЗ was this, an unusual adventure: 


themed gama focusing on a poncess called Karnes, 
WhO. captures агіта whith can be developed anc 
usec aiocngside ner in batie 

Tha biggest Karo titking paint at ЕЗ 
concarmaer ms animation, which is among the bem 80 
far showcased On ta sysrem,. mna clever twist, the 
heroine can adopt the persona o! her pets’, at which 
point har torso can be Seen moving withen the semi- 
translucent skin of her nost 

it's nat. yet clear whether Kameo will be à one 









m | | ust ЫМ T i ^ i - А — E 
үү ПЕ T | trick рогу or someting incredibly sopresticated. For 
he ea mu SEM UH poo ARR ima, | ИИ "cnp" илт PEEN 80р } 
изин үнө |н r а А | i ^ eer emplea, certan task nequim your ebsircter to 
iit ul ВЕ Пн і ITI ү i 22 a a MH ! cpm Hz UM ГЕ i ; êê ar “tr "rà Hle f 
ИД» фу. io | b E | aip кк ЕТИП ОЯ 
ziii Hu! 1 4 P шщ = z gecko-style creature and scale tham, or does she 
| IP PDT — ү МАШЫ 
Ein t y Ш шш! ТТ : ' seek a beast with the capacity to бү? # these are The 
siii IT 


ИРЕНЕН = ӨН — — - i E only two options avalabile thon this may be a distinctly 


Around 60 monsters should make the final cut. meer expenence, but И wou be tantalieng T6 ses id 


They currently range from a wall-climbing lizard, to a manner о! other options open to tne payer 5 c 
lumbering orc, to a tiny, fire-breathing Yoshi lookalike still валу days, Duft fingers are crossea. — 


raf D f мышы: MAMAS i в Formir GameCube 
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ou read “AW Out" in Edge every month. so you 
ould by now have a good ва wnat is 
creator, Toshiro Naposhi, is benging to GameCube 
Super Monkey Gal is Gs ATOS a Concent 25 






ау comae: you have one control element at your 
deposal = rae analogue stick. Ting tin any direction 
loros the fiut potygon that maees up each level fc 


manoeuvre in accorianme. TOU hime no Cec! conic 


m ү 
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Dover your ronwesy-min-a-Dall hero! hes mervermennt 
стар?» ony 1o fat of hi Sumbundings 

Each lev takes the form of a (Жтт snare 
пеїшгайү prognessmg n сотре, rom 
a 1 ini, ДИЙ off B — sirmghtiorward zig-zags to more convoluted types, 
SANS. ШТ ҮҮ f such ал One shaped in the form of a guitar tempiate 
On your wey fróm A to B, heaves you're 


Porya g 
| mme \\ in 


1 IP 






encouraged to Collect bananas — up against а strect 
timer it Dacomes а matter of pusnig your HEK to me 
mit vende Keenindg a Bobar eye on your goal 

The splitscreen їс туруг mode should be 


2 


Possibly the most simplistic game at ЕЗ, Super 
Monkey Ball didn't garner as large an audience as the making of this coin-op Conversion, creating £ 
it deserved because of Sega's invite-only policy аралас! party gare dynamic, 
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| ig thea most popular title on 
U Хоку mousy Dusy stanct, Bunge: 
frst/mirdperson effort detailing mankind's struggie 
against the Covenant race on & nng-ike planet mace 
yet ancther prestigious ЕЗ appearance. The most 
significant addition (б the title since Microsoft's 
Gamestock overt in March is tha inclusion of squad 
members in the onaplayer game; 15 fetow CPU 
combatants start the mission alongside you and 
while, Sadly, most are unlikely to be there to the end, 
they all appear to be able to take саге of themselves. 
You won't necessary hokeve you're playing along 
with Numan partners, but the AJ i& sufficiently 
advanced to add plenty of character to the action, 
For nstanca, take control of a jeep and you probably 
| won't think twice about handing the shooting duty 
over 1o а CPL solcher. who'll happily handle the 
mounted gun at the rear and make a commendable 
job of picking off Covenant scum. importantly, yo 
fee! рал of à team, and to a certain extent, you cam. 
about your comrades’ status, making the expenence 
considerably mone involving. 
Also aching to the overall atmosphere is the 
seal the game hag been designed so that it plays 
писи у ~ tham are no loading screens ance the 
acton begs, and there's азо d civar autosave 
function (ses Frontend). Presently there are no control 
sues to report. Granted. at mes the XBox controller 
an (eel ike a Chunky quarterpounder in your hands 
but with Hao this bemusing effect isn't às 
pronounced as when p (laying, say. Amped: in fact, at 
this stage the only critici ыт would be the framerate 
Sues revealed by the E3 demo, partculany the 
spitscreen Tourptayer refresh, which suffered 
massively, Expect some improvement = this is unlikely 
to ship before Bungie has completely overcome this 
current hitch in terms of oneplayer. However, the 
splitscreen option may require graphical trade-offs 
given the visual quality of the man game 
Other than that, the weapon selecton continues 
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te impress, and detailed touches such as aien | „= 
weapons overheating am encouraging ji 
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û e mS Publisher: Microsoft 
| Ran سے ا‎ * Developer. Bungle Software 
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PC owners, fear not — this is still set to make an appearance on your 
PC ports, claims this will be the only firstparty title to appear on the two 
formats, as it was originally intended for PC. As such, it will honour this 


Ve у 


а ШИП Mri TIT 
AAAI OMM 


OPE bit don 


Viena) 
ҮНДӨН! 


e 


nni 


Mr 


TT TII] 
ШҮҮ 





| 


"m. 
„ы | "€ 


m —À 
E. E 1 ID А zm 


Bm | 





| „юн үт 


meti 





dhi 





IHT "MT 








: tiii c WC 
ү! Ln Ls T 
MMC m NH 

E ad ay 

"үү um | — ИЧҮҮ TT FE; 

HAM H МЕЗЕТ 5g 


ИШ! 
p = PITT "м. 


Н 


» pn ul 
^ |) еы "Ta, 
In | "TT me 1 


пілы 


EDGE #99 0615» 


Project Gotham Racing 


ubisha Microsoft 
De ёс Bizarro Creations 






[^ nera are some notable changes from Dreamcast 
T MSA, Other than expected маш Tnprovemants 
one is The inclusion of Porsche amd, amazingly, Ferrari 
models. Edge isn't privy to the details of the aea, but 
expect ЇЇ to involve Microsoft naving to send a lot of 
dallas EA's wey in order to obtain tha licence. Ав 
&ych, а Ferrari F355 was playable As pert of the 
ahiow demo, while an FEO could be seen 
adoring the game бох artwork 

Ancthar excellent addition to ine revered 
Drtamcast package is damage, ав well as 
fourpiayér sriitscreen and ihe mclusion of a four 
ey: New York now jans London, Tokyo, and San 
Lap» - Francisco. boostüng ihe racing areas io 12 and the 
RE wr cCult number past the 200 mark A rwont-tima, ram 


soaked downtown NY mute was playable at ES, and 
the game lef as rewarding as te Dreamcast version 
Subtus should, of course, maxe themsalves 
ВЕ wit orange play, DUIL SON 

conditions certainty don't prove thernaaives 


The XBox version of the game promises to include 
around 20 vehicles = early signs would indicate а 
fairly different selection than that of the DC game particularly conducive to such nit-picléng 


Jet Set Hadio Future 


Forrat XBox 
Pubisher. Sega 
cops тешїї 


Jet Set НЕ) segue! Ager set in Tokyo, Dut this hme 
n fne year 2024, SH Future wis Бачу one of tha 
most visually impressve titles Edge nad hê pessum 
to witness at ЕЗ. Shown only in video Torr on the 
stand but playable m one of Microsoft's upstairs 
booths, even at this early stage (supposediy only ten 
per Gant complete), advancaments over the DC 
versioni were clear, Edge couldn't even detect s 

ен огил of sicwdown. The stability 0! the 
elreonments s phenomenal, without a Minmi of 
scenery Duila-up regardless of tne Tulsome dra 


stance, Ihe seemingly greater complexity of tne 


^ i Sisi » es а S by yar [| 
jamo level's architecture, and the higher resolution of 
the cfapiey The action is much faster, (00, particulany 


Dy arnme-styie speec strega), and tha improved trick 


PCC allows for geeecher, more adventurous 


JSRF levels ara impressively complex. The floatiness 
of the controls remained but the overall speed 
increase improved matters. Expect multiplayer modes This E pong to be very special 


aravity-dehving frolics. 
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Oddworld: Munch’s Oddysee 


i Ретті: XBox 
и Publisher Microsoft 
* Devetoper Oddworld Inhabitants 





A nother massively populer ЕЗ game, Munch's 
disie continues its journey tovwarrdta 
potential tripie-A status. You can now use Apes 
telepathic competence to transtorm Mucdokons 
Into warner typos which come to your rescue should 
you corn actos an unfriendly and vicient obstacle. 
in fact, one of the tunnier ЁЗ game-related moments 
occured йа Odcdworcd Inhabitants’ Lorne Lanning 
demo'd the game. Lanning had convinced 15-000 
Mudokons to follow Abe arcund tne lush 
environments, got tham to walt on one sde of the 
bridge while ha crossed, and alowed Ape 10 got his 
tace ретт by а simahe enemy before luring 
tne latter back Towards his posse, which wasted 
litte time in koking the hall cut of the bully 

Is this character richness that sets the gama 
apart. and combined with surprisingly fluid controls 
(despite the 3D setting), and a convincing ‘Intelligent’ 
camera system, the and result an't unlike paying 
& fully interactive CGI cartoon. Which, you E 
imagina. was Lanning's mention from the simt — 


acing 


"Forat XBox 
п Publisher Eidos 


u Dewetoper. Crystal Dynamics 
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А ocording to the developer, this is combat. aH 
| aciverure racing, Edge nas always been ША: 
a litte cublows about running-games, simply | | 

because nearly all of the past efforts have fallen | I5 EMT, | P" 
short of the mark in soma way. It's а litte heartening, zu i l AME t 
than, to find that Mad Dash plays better than i fest o Ld ТЯ 
looks. Don't riigundersianc: there's stil much mone 
in check Deore anying resembling а corvidenty | ‘| 

positive verdict is given out, but at least things TES 





look more promising than was feared. | eet. | 


Running your wey along Ato-B. rrullipée-routed | t ЖЕДЕ 
levels, you're entitled to use the tricks your chosen Ке 
character places at your disposal in order te win, 3 f ТТА 
Mano Kart-style speed patches and weaponry aera ph) 
also play significant parts | 

Graphically, this was опе of the few XBox | 
demos пей to show signs of framerate issues and | 
on thia whole things looked imoressive. In parücular, 
the animation ia wel resksed and the characeerisation 





helps bring the various protegorssts to Мө. iue 
228 


More importantly, Й plays sotcily, too. 


Ж. 





The plot remains unchanged: you must still make 
co-operative use of the two central protagonists’ 
individual abilities to save Abe's mother from doom 





(| A. 


Although already reasonably fun to play on your 
own, Edge expects the emphasis of tha finished 
game to be on the promised multiplayer aspects 
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ead Or Alive 3 


1] | 
| I Il 


я Format. XBox 
v Putêshar: Tecmo 
b Deveoner Inhouse 


pmi 
ШҮП 
ف‎ 










N Ol playable, bul the realtime footage was 

| ¥ enough to send many into orbit. Edge, on the 
other hand, Кари its feet on the ground. Which is not 
lû say the video wasn't impressive = й featured some 
of the most sbrmmng character animation and graphics 
to feature in a beat "em up: at one point, ane of the 
fighters bounces his way down a eli, while clothing 
mo куун impressively raahatically, for instancé With the 
camera (таё fram the usual restraints of displaying 
m-play action, Tecmo engages in unfettered flights 
across sore monstrous anas without a singie 
polygon aut of place and with a draw distance as 

far the eye Would) realisucalty see, Other than Technica 
pom, play mechanics appear іагтійат, which can only 
bode well Also consistent with the DOA universe is 
the interactivity with your paying arenas - à 
particularly remorabie sequence involves а 
comendar being hit trough an imposing ice column, 
which naturally дме. But regardless ol such 


м | =" - 
e aT 
ы aO BL ны ан! 


ч т 
* 21 t t а. 


From the footage shown, Team Ninja appears to 


have grasped the intricacies of Microsoft's 128bit graphical wizardry, ets горе some mmovaton =F 
machine ~ let's hope there's plenty of innovation, too manages 10 Sight fs way on fo tha disc. AMT 






Blood Wake 


@ Forrat- XBox 
и Publisher: Microsoft 
а Developer. Stormtront Studios 


n 


D. 
Шшритияр T M 
ОД p ty iS mmn" Fe 


JIES. " ТЛ ITE bet "e ee: 


тат idea! world, powerful boats and big guns 
ТЕШЕТ"! mix — ай hell breaks loose, as proved 

by Microsoft's watercrat- based fast-sction combat 
tiia. Before you'd know Ё, you'd have а mean-locking 
Catamaran in your wake, wilh two homing miesies 
not far oif your stem, in acidition to angry саска, 
Blood Wake also offers torpedo boats, sampans 
devi boats, and another sa types of floating 
contraptions. Ай are bristing with chain guns, 
weaponry, The oneplayer option delivers 

T9 than 25 mavinin dynamic environments, 
ranging from straightiorward ship/tort attack 
situations to the escort of recon sorties. The 

game was playing well at E a the boats feit suitably 
heavy and ce vta rly seemed to react accurately to the 





8 imornessively modelled sea, while the opposition kept 
- Ta EF oa EEE you corrinuot шау occuped. The final pane gnouid 
i vou m ДЕ pP | Пе 
Not Edge's favourite genre, for a boat-combat title see you playing alongside CPU shiomates (or = 
this turned out surprisingly playable. It's certainly humans in splitscreen multiplayer) in what Bem 
frantic stuff, ensuring you keep moving at all times promises to be en entertaining boating game, ==- 
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Fuzion 


A [2] 
Aw ee a LÁ E Ii AD 


dt remm - BONS | Ber ae, 





renzy i 


Fomai XBox 
Punisher: Microsoft 
Deveoper: Blitz Games 





A nother indication of the commanding 
diversity of the XBox line-up, Fuzion Frenzy 
is what Mario Party would look like after a futuristic, 
post-apocalyptic makeover The visuals may look 
darker and certainly more metallic, but the essence 
remains the same: four players battle each other vel 
Over a series of challenges (in this case, 45). With in AN 3 "m ИШИ gH 8 фы, lh n 
games ot this genre the emphasis 1s very much on - | | 
keeping things moving swit along, and thanidully 
Blitz Games (the Oliver twins set-up responsible 

for imaginative autput such as Glover) hasn't 
misunderstood this crucial element, making Fuelon 
Frenzy as immeckate as the game's format will allow 

If tha fourplayer battles at ЕЗ proved anything, it was 
that a fierce competition ls rapidly established = Edge 
took great pleasure in bouncing- a particular US 
purna whe somewnat erreneously thought himself 
invincibe. To his credit, he fought back convincingly, 
winning the next couple of games- But that just Some of the levels are impressively complex when 
i compared with previous party games. Fast, furious 
competition delivers an engrossing experience 


made final (and overall victory all the more 
sweet, А promising sign of a goad дате, E 


Amped: Freestyle Snowboarding 
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| НЦ 


X | ы 
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ены 


ШТ 


ЧҮП! 


Firmaet XBox 
Publisher Microsoft 
Developer in-house 






A тресе visuals aren't entirely convincing 
They're perfectly adequate, but there's a 
noticeaanie tack of polish at this stage. However, 
the title impresses in more interesting ways. While 
seemingly every other snowboarding game at ES THU 
appaared content with dishing out a depressingly | il | i IM AN {fl TY AMEN 








similar set of structure and options, Microsoft seems | INIR 
genunely keen to differentiate ts product from the | | i) TAM T i AW 


competition with a cleverty thought-out approach. int " jur 
Most crucially, the game feels deliahttully rewarding, "n 
inspiring confidence in the player to really push the 
Gore-Tex-enciosed trick emvielope. Thé open, resl 
piste'-iKe desgn of the courses is another pius, 
and removes ihe tunne! effect so often experienced 
in games of this Ik: And placing the onus on you to edil TIR ii 
get noticed by photogranners, camera crews, and | 
sponsors in order to ascend the popularty racidar, 
become ona of the planet's snowboarding stars and 
hance progress through the дате, ie a particulary 
intelligent touch. It's safe to say that you can E 


expect big things from this dc 


Tu 
i! 


TTE EX 
A111 






Pulling tricks feels pleasingly intuitive, no doubt a 


result of the countless snowboarding aames on the 
market, But this one is more promising than most 
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To make sure the title covers the widest potential 
market, Heat offers two modes of play: normal 


(arcade-fike handling) and expert (simulation option) 


lest Drive 


m ШУ 


The finished game will offer a 16:9 display option, 
а fourplayer splitscreen mode, plus licensed cars 
including the Nissan Skyline and Aston Martin DB7 
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КҮКҮ |; 
"RESPONSE tsm = other opilen, et course single race and 


| leen | - T 
i E ага promised. Also on the features list la Dolby iim 








нЕт 


t Format: XBox 
5 Publisher Infogrames 
ıi Deweloper. Monster Games 


he ‘Heat’ of the title refers 10 the Beat The Heat 
option, a challenging series of racing scenarios 








| резот and designed by some of the game's ишен * zu 
actual б MASCAR WI naton Cup drivers. There are zv. н. 


Y a 
chimplorih ip. avents are joined by Race The Pro, : 
where you attempt tà outrun a p nant om motor drive en 
by the aporta top dogs. No true NASCAR дате 
would be any fun without damage and this is an area 
Monster Games hasn't overlooked - realtime 
acratchers, sparky and maltime bodywork daformation 


5.1, but whether this extends to the sound effects а 
Mis as the soundtrack remains to be clarified тайа 
“ih ut ste i m currently aniy px sube ün XBox) More | 
exciting, however, 6 the pro mise of 16 player online 
support. Visual. there! 5 stii some track to make up – 
the environments are pleasingly solid and realistic but 








they alio appear а Mile blind at the moment. Still E EIS f | rrr 
thera's a lew months left for the developerto L22 MAMMA DA e ШҮП 


ж Format: XBox 
и Pubkgner: Infogrames 
в Déaveloper: Pitbull Syndicate 


ha Test Drive series may have long since lost its 

lustre as a racing brand, but Infegrames is 
attempting to minvent it as qs lead petroihead gama 
on XBox. At first ваи, the version running et ЕЗ fesed 


and isggies issues. Like every other XBox developer IO 
at ЁЗ, however, Pitbull promised that thease «аны 


xdeliciencies wil be addressed on final sion. 

The finished game wil offer around 20 icense 
vehicles Nwhich will not suffer damage = at the behest 
ot ther manufacturers), and a seiecton of races 
routes, the tracks are beng tweaked, with an extra 
curve here and thers in order to introduces a dash of 
‘Gate Bridge (Itself condisting cf more polys than the 
entirety of models used in te last PS1 Test Drive, 





secording 10 infoorames’ producer), then, only for 
It to give way to leas Чагат territory, 

Though definitely in need of much work, A= 
this ттт; an Intriguing XBox prospect. ш 
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ii Format: XBox 
A Punisher: Activision 






Чу Wi! TI 


aA LETT 
M. | m mL 


ik Developer in-house 
26; i о uio CUM. [ИКЕН 
646 0! ч ч | ИШ)!!! МҮШ - MW H T 
O e Il In ҮГҮТҮН i P і f ver 
SPECIAL EN ЖА | Aus I ЫШ 


BS Boars tie А пык тыраны F 


| mure micum t ‘hose manual * nose manual 
WALL RIDE + WALLIE + G5 50.50 + 05 su 
1863 xE 


pU 


nti LM utn zii iz e iaa - 
Я aie all of t the je cis iod ihi two leti deal eR 


п Said formats. In acdidition. new areas for tnis version 
are also promised, with overall visual improvements 
éssents ally amouritir 1g to а higher деа level, better 

Hrgiragi E НИЕТ special effects, and smoother £ animation Lii Ke several 
350 BONELESS + „шап ЙҮ EUER с 

2760 2 ОТ MAU of the other XBox titles; you can load your own 

| soundtrack anto the 1280 machine's hard drive to | Tu о | 
таке up your personal tune selection while grinding %. НИ Ме. > eR "TW ut ПШ!" 
and бїгїп your way around the screen, Fans of the 
remarkably sucoesstul franchise’ will be glad to learn 
that gameplay i has mada ft across ү {һе 
XBox pac takes а littie af getting used ta for anyone 

hos spent most af their digital skating time \ Ww vith В 
Dual § ©) hock in their hands (you'll initially b be hitting the 









ocasional wroni t tton), but Edge in imagines you 
soon adapt to the ten-buttoned, two sticked and —_ 1 
single D-padded plastic contraption's bulkier i One particularly Interesting feature of 2x is the ability 
dimensions, meaning 2x should turn eut as Ex ad гм to link with other XBox owners for simultaneous 
assential as THPS's most recent outing. ui multiplayer fun. Expect a similar option when online 





amplonship 


и Format: XBox - 
» Publisher Infogrames 
в Developer: Digital Extremes 


ne of Infogrames’ biggest games of ЕЗ, Unreal 

Championship was the result of whatthe 
compar yc Claimed was only four months’ work. This 
was sore Claim, given the advanced nature of the 
title's 3D engine, which: casts some of the most 
atmospheric shadows even seen in gaming (to the 
oon where ever] your own weapon is individually Үз 
affected), Championship also excels with its particle | | | ә 


manipulation: during Edge's demo the game's к: uem | LM 
producer fired a weapon through gases pluming | iff 1 чн, 1 \, 1 Hé 
vertically from an exhaust vent, creating ап effect not ma ЙМ е an ^ Е =a та " 3l 


uni ike Some alien form of smoke ring. 
Outs side of this specially created demo. ата, 
however, thin 3 did nat bok 50 rosy. Upon ge Aerating 
just one enemy, the framerate began c nop and grind, 
significantly detracting from the beauty elsewhere 
Eleven v Banc ins are prormis sed for the final build: 





(same Exe suitable i in cormbo-like fashion}, and the 
developer is aiming toget the game finished ta —— IU | These static shots hint at what Digital Extremes has 
_coincide with the rating cut of XBox's per achieved with only four months’ work. The game 
broadband network. It could be worth the wait = doesn't yet move as smoothly as silk, however 
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[) eveloper Nauahty Dog, famed for its 
commercially successtul Crash Bandicoot 
senes, emerged al ЕЗ from а two-year development 


sience with ana of the mos visus imposing Far 


titles to date. Jak And Darde is, rather predictably the 


three-crmeceona achion aduenturs o Јан = 3 [оту 
geared, pionde-hared youngster = and nis bes! friend 
Daxter — now wesset- ike Deng aller tang m à vat of 
Dark Eco. which is nasty stuff. in the hope of getting 
the latter to revert tó his normal appearance the two 
mavea in seseh of fe sage qn mue non OF Ther ien 
planet. But alor tha wey, ney uncover а sinister 
plat that affects the planet's populalión. 

The adventure takes place along a mamsive 
coastline and as there is no loading to interrupt 
the action — you can make your way seamiessl to 
the turinest point you See on the screen. The word 
Hêê i5 made ип of Trea viages. egcn with RE own 
i 


environmental attributes such as day. Tima and 


weather condions. Furthermore, axpect to fine 


Fido Tek Cm «Li as " ыле 
Dot Mano, ze. кум Adventure, and Leas 


Bandiecoot Itself n the form Gta son attack) 
However, it would be unfair ta pass jdgernent on tha 
basis of so lithe play tme,and closer inspection wil 
doubtiess reveal distinct properties. 118 just а litte 
disappointing la find вй many chohés already in place 
(зтазліпо crates, collecting jewels, etc) 


ry 


One aspect Edge can comment on is Jak 

And Dexter's technical ments. The drew distance 

Б phenomena and the enyronrmert is one of the 
most accomoisned Edge nas sean n videogame 
form. Ihe anmaetbon of the protagornsts 1s inspired 
and there ang no real contri Sues, in addon, the 
Aj 5 claemed to be fairy complex, win enemas 
{габ yOu shoud you foocasnty decide 10 ignore 
them — again, a closer took should mwas the validity 
of such staternants. Аз it stands Jay And Daxter 5 a 


very pretry game wit?! eiemants of massrmarkew 


= hence distinctly generic — арра 









recursor Legac 


i Format PlayStationz 
E Putiih: BCEA 
m Dereoper Naughty Dog 


Very, very pretty, but how innovative? Edge hopes tha rest of Jak And 
Daxter proves a little more surprising than the demo experienced during 
E3. You can at least expect typical Naughty Dog-like sub games such as 
A-GraV Zoomer racing, which could be fun - whatever form it may take 
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stuntman 


E Formit PlayStation? 
m unise Infogrames 
a Desv Reflections 


y technical standpont. there was 
Stuntman on PS2 аі EA FÊ 
ng, wrapping shadows, mip- 

ut any particular graphical bel or 
whistio you could wish for appears to be in the gama 

You're the eponymous stuntman, a jobbing 
Boece i ac dmn alne freak moving from project to 
propect somethin X) which takes you fram Londen 
(working on а distincti y Lock, Stock...“ style of 
movi], tb Ёцүпї, and on to Bangkok. Monaco, the 
Alps, and Louisiana. Your assignments miei to 
the contest of tha setting, so while а bog-standard 
car wil be your vehicle of choice in Blighty a sieddoo 
comes into play in the Alps, and so on 
Having expenmented wit physical car models 

with its Driver sanes (pushing PST hardware а tac food 
far with its baat tiles each) with Stuntman Бест 
i& busy minig dynamics and the results am tn iy 
iaw-dropping. Every.single element of each vehicle is 
fully realised, while inertia ts implemented wilh =. > 


- rom a pores 


itta hi te ich S 
scene агі аказ 


macorxy. just abc 
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hoverboarcing tite TrckStye. Technically 
hearteririqy. gemeni ey Б surprisingly smooth and 
the ability 15 ues your 5i urroundings in boost your 
трк cenertoire i uch аз swing from ‘amoposts, 
grind vertices or plant vehicles! is again achieved 
with sikiness of action very much in mind. Making 
your way to the tod of £x uildings just seconds from 
being at street level (= easily achievable. 
еке Its spiritual fene this isn't about 
racing = environments have been eoened up and 
are freely explorable. The gama is both mission and 
naate b based, a concept that is a Mtis dificul to 
digest given that «утен this doesn’! appear іо 
ft m with) the characte and mosphere tre 
game evoles — at this stage. at least. 
Perhaps 106 much Tony Hawks paying has 
tei oct on the enmetata assumption that a gama. 
ikr AEE would be cr allenge and/or 





caret precision, A killer PS2 tite in the making, L5- 


РТТ 


ш Format: PlayStation? WA 
ш Роше SCEE 
B Dêvalbpgar Criterion ИЛТ 
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Around 20 massively varied stunts will make it into 
the final code. Completing them affords you bonus 
objects which you can place in your own ‘play’ arena 
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lanî! it amazing what you can do with RenderWare 


hi-score based, Hegardiess. Edge certainly z2 when you have talent? And you should see what 
has its eye on tnis one бя Criterion has managed with SAC, its other PS2 title 
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B rama PlayStation? 
E ChE Activision 
а Сооро Neversoft/Shaba 










N aver one to let à good thing get тау, 
| Activision im mang sure It cashes in on the 
current resurgence Of Skateboarding by Squeezing 
Out another Tory Hawk gama before the end of the 
year on just about every console availabe | What 

| | ms mM a а makes this otherwise cynical approach а lot easier t 
i ae „ШИШ EN N "TN | mnm ши: И ' T swallow Is tha fact that the other two Hawk games 
ШИТ ө АД Й Б B ыі! " "түү ЖОАН E heave proved aupremaly enjoyable (partigar yu the 


Í ! 


"тИЦ ТТА 0. й | ТТН ЦИТ Тү TIT sicque, an; 4 тот Edge sample al Ез, this one 


E | | 

~i | т wi), NR j ШИЇҮ(ЇЇЩ (Тїп appears to fellow вий Bul it's Worth remembering 
ema үти | ыы! 

4. | laf 


oe LT 


800 Kea 


6” AA \ i ШШ ҮШҮ BE = the peris of stretching a good thing too far 
бим у МИШ АШАТ ША йш АЙН Stil, THPS3 itis, then. The graphics are 
р; (ТИШ! | Mots ИШ A obviously significantly imarived, and the smoothness 
"ч "EIE ШИ! mM Im i | of the animation is more GOM ni. n terms of bat th 
ej" T Muss, PIU NW КҮҮП tnos and balls. The en vironments (МИС niciucias 5 hot 
| boarding spots Finode Island, Rio ge Janeiro. Los 
Aree, Canada, Tokyo, Paris, arid Starê stare in 


Midtiletori are pow more е-и, with pedestrians 
The environments in THPS3 are lar more populated, cars, t кте nocicents netur cheasters ana cnangng 
both in terms of civilians (pedestrians and cars), and vesxither putting in an appearence EE 
inanimate objects - which of course provide the fun A milion n^ cn PS27 Count on it LA 


Maximo: Ghosts To Glory 


— | — ш u Fama PlayStation? 
А а Poubtener Capcom 
m Developer In-house 





M akiri plays almost ме you'd expect a 3D 

| version of Ghosts 'N' Goblins to behave Tf 
Nintenco had been given The task of upaanng tne 
Iranchies (! ш in tact the work of Cipcon's Amarican 
CE EDIT il facit y) ا‎ iry dh "ban а aree alar 
spis ч an OWT EN | oe ity zr aE а 

you us jud йү t Ort find in NOLS pro E 


Over 40 powsr-upbs and abdibes can ba four 





througr the cnn rTesarer "| saa tt payer can 
customise ther character, and Maximo's shield not 
Qnty protect agans attacks from ine undead 6 БАЙ 
can sao be thrown as à weapon or powered up for 
specu attacks Your word олеге simis options. 
With all conoebtual art provided by legendary 
Jupanase crayon-welder Susumu Matsushita. 
Maximo has an immediately sieng look, and 
Capcom fans of old will delight in picking out old 
franchise eiemenits now re апсегас ntu ull 3D 





The environments are dynamic, sometimes breaking Some found tha gama s arcacey ety bed) EE 
up around you. And the music is said to be brilliant shallow for ther tastes, bul Maximo remains om 
but it couldn't be heard above the usual ЕЗ racket a major player on Edge best-ot-E3 list. 
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m Format: PlayStation? nir ف‎ 
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# 
кы 
сач E lj ND, 
| мо Drop5hip missions were offered at ЕЗ - an | "IT * И ni Wu 
вазу, introductory taming level fohowed by the Hl lup ТЇШ 
decent challenge el a ‘hard' contribution — and Edge aM 
completed beth; finding it competing stuff. WA ч 
The game environments are impressively stable, ПИЙ "Шш 
with rriasaiva graw distanca, but the actual fight | ТШ! ҮП 
dynamics ага particularly wal 1981699, with your ү! | | 
ship's hovenng/afterburning abilities opening шо Un «н! M" 





малоив tagica approaches when completing the 

missionis various darnancis, It's nat only about fying | bd 
Ar j ү IRE А" 

around, however, with the demo's second mission Ham | Jub TU Hib 





i TET I | ERE " li 
in requiring you to take control of an armoured assault MA й * | | ШИШ 
Wht vehicle halfway through the acbon. Others, both aire ү 


and land-based, am avalable, of course. 

The mission structure appears іс offer vanety (ог 
instance, escort and recon undertakings:, and the 
feeling ot belonging їо a team, albatt a CPU- 
controlled опе, is strongly conveyed. In this respect. 
T Lgs opton Tor алтап Sppport ou GE EY | Visually, things have improved significantly since 


ҮШҮ 
ЧҮШ 


mprove Mattes, but the absence of such £m DropShip's dabut. It's now able to proudly take its 
could stil leave a fine onepiayer expenenca. = place among the second-generation Р52 crowd 


ally Championship 


@ Format PlayStation? 
ш Publisher SCEE 
m Developer. Evolution Studios 


W han Edge first saw WAC, its developer had 
| tour driving models on the go Only ane 
made ЕЗ, but the: experience wasnt c quite d E LER 
за first hoped. The cars were behaving in à markedly 
erratic manner. the result of extremely twitchy steer 
dynamics. A word with the Martin Kenwright, Evo 
Stucto's MD, proved reassuring — he too was 
spisased with the way the cars behaved; One 
serment you could akes ady gain, however. was frat 





undemeaih all the commotion, fne cars wer actualy 
=i, um mom des mos HM Le “в 

reacting to the road in а realistic manner. Now it's 

= п ~ z 


twaalana things to achieve in 
сотесі authentic pyem y equason. 
Other than that, pretty much everything ese 


appeared to be coming along in fine Fashion — 


а Pa i x Sá 
simply’ а caseo 


x 


NU AH 
tec ically the action looks = SIRA ашу authentic, with ШШ ПИП йеп ҮП 


ШИН T TI 
Sr me str&ing repay camera acto n But itwas 5 ИИТИИ: А ТИИТ 
Т" | | n at і 


shama to зве spectators forced to remain bahind E— —Á —— 
protective barriers — at the request of the overly — The dedication to authenticity is remarkable - let's 


stringent FIA, no doubt - TuS nce spalling some |: =й. hope it doesn't affect the handling in a negative 
af the atmosphere. Pn . fashion. Expect real weather and 108 stages in total 
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Rubu Tribe 


в Forma! PlayStation2 
а рли. Interplay 
E Devecnper Outrage Entertainment 
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gu'a а member of the eponymous tribe 
charged with escontacd a lumbenng 

gargantuan, prehistorc-iooking quadruped (whose 
back is home to your settiernent), called the Uut, 
across fantastical, verdant landscapes. Sour "ci "cl чир "^. 
familiar? No, that's becsuse Fubu Tribe ів unlike just | Wales 
about everything you've ever sen — and certainly a à г - 
breath of trash air tor Sony's consòla, M Q 

Outrage, which previously worked on the | у 
Descent series, Is the codesho p behind this 
Innovative tite, It hs built the Rubu in the mould of 
т Herison-style characters, and this distinctive feei 
18 also Infused! in other environmental aspacts 

You're naturally the leader of the clan, and as 
your journey progresses [you're п search of ‘a 
mystical расе’, вррагепду) you face hardships 





from aggressive native fauna and, mysteriously, 
Some creatures are less friendly than others, Most Your Characters ‘Squid stick. weapon, which hes 
impressive is the scale of the Uut (bottom right), the mynad uses, i$ just ENING: nnovetie aspect зт 
giant beast which carries your village on its back of thes promising: looking PS2 adventure. T 


Grand Theft Auto 
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= ushing Grand Theff Auto into full 3D was 

i= alvays gong to be the next step in Rockstars 
"ss development of the seres. affhough taking such 
established gameplay components and timing thses 
eames DUNT VN MIN ERN to bea 
azart-strewn enterprise. Fortunately, from the 
dubious delights Edge savounnd at ЁЗ. many 
excellent eiements wil appear in this third instalment. 

с Wandering around city streets, i's as easy as t 
was iri the fest game to simply haul an innocent driver 


"ETE 












т out of his seat and make off with the vahide йѕой, PL PR HI 
ETT. ==... jet! a | With tna move to 3D. Tough. your actions, onos ШИШИП! ДАИШ! 


fase by amon simplistic portrayal, have more 
immediate impact. Equally mowing down pedestnans 
brings with it previously unwitnassed levels ot 

onsibility and consequence. 

Having driver GTA G's Humvee lookalike and а 
fire truck, not to mention all manner ot less interesting — 
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It was only running at around 25-30fps at ЕЗ, but automobiles, Edge cannot Wall 10 sample more Ji | 
Grand Theft Auto 3's content was more than enough Rockstar's latest ~ especially If the developer === 
to ensure a steady stream of attendee interest can address thè noticeable fumarate issues. ==- 
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ш Format: PlayStation? of 
а Piblisher: SCEA | Me | j ? | j B j 2 рт n 
Developer Harmonix Eur its J^ adiu 
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F requency is pay ad like samething resamibing 
| one of the early webs from Ternpest. Each-of 
the channels represents. an instrument vocals, bass, 
drums guta ar atc), and as you move along you have 
‘to hit one ihres урай buttons to coincide with 
the t iming c ot ance ааты, k \ in | i 
Руди c omplete а bar successfuily you snould ү 
then move across to anethaerinstrumentanddothe В لاا سے‎ үүн cre HMM, ' „ә 
same — which you choose is шп to you, hence tha | : ea 
obl o reste your way ouo the "evel, NU 
While Edge only tred the {admittedly Ah 
engrossing) бою Hemix mode, ave funhergame AAAI E 
options ate available, snictucing à fivaplavyer battle: IL | 
remix your own music selection (which you can then | | 
send ta a fellow for him to try.out às a naw level; | | m 
and (at some point) anine play, which promises Em NH] 
muitipla ay ler live jam Sessions, | 
in a sed ot licences and sequels. Frequency = zi 
stood out as something of a risk fram Sony America, aii ‘Undoubtedly, there's something mesmerising about 
but the game's specific nuances could prove a [tsm ЕН] | .Frequency's visuals but, thankfully, there appears to 
shot in the arm for the creativity-starved PS2. Lee: [ШШЕ mos be the gameplay in there to back it up convincingly 


Wipeout Fusion 


E Format: PlayStation2 
B Pubuisher SCEE | 1021 
а Developer: In-house (Studio Liverpool) 
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рео Fusion is fast. Vary, vary, vary fast. | 
It's also, surpris inge, visually | very close to 
what the белей. promised bat lest EIS ЕЗ, 


кеа at the Mu | 
You hover around in the same manner аз you. 

have three times beforshand on PS — the dynamics. 
are at tha vary least as accomplished — with the floor 
based turbo pads momentarily boosting you to зоте 
silly velocity. Yet this is only in the 3 io wast class – Edge 
tract out the higherranked ships : and сап assume you 
that for the majority of non-androsd types things are | "TT 
going to get very ditiat, Hurnan beings simply dont ieu] H 

have tha: required reflexis needed {р uate the jop td ] e йт: ЕН i 

end craft at tha speeds the game occasionally throws. E i m dA T M 
you into — not without bouncing your way around the - 3 pie шый m 
track. At least you then get io expenance the 

‘situation sensitive" vassal: damage firsthand. 
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Overall, ап encouraging tiie for PS2. But gven - | | Certainly technically accomplished enough to draw 
tha disappointing sales of Wipeout 3, will a Pee | gamers’ attention. But enough to get them to buy It 
further sequel grab tha masses like it's 18967 = | oa _ at a time when realism-based games rule the tracks? 
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emenber thee one? Having been n 
development for longer fan most magazines 

stay n exstence nowndays, Piernedy's fim nor mace 
vel another E3 apoaarance. adest a remarainiy 
conmincing one thie year Most of those unimpressed 
by Mar Payne at ЕЗ had probably only seen the 
traller, This is. a shame, because Edge 2150 saw the 
treater, but was then snawrn me gems by fe 
developer in an AV doubling as a booth on the 
Gatnering of Developers stand im locked an 
inintay more rmusmng orspaect 

Film nor jme and easily one of the most 
stylis^ titles to have appeared in recent times, Max 
Payne tolls the story of ari undercover New York сор: 
whe returns hone to find his wife murdered. Huma 
out he's also bean framed. On the run апе! looking far 
revenge, the rest of the actionis up to you, One 
iby that imimeciataly stands put is the astounding 
levied cof chatal Ad the start ol He garmi, the developer 
nieve the carrera away fron a clese-un ol Max's 
tace that everyone had until then assumed wes an 
ror Py inning across fo the gun in his hand, 


Beretta’ could nat only be blaarly seen adoring the 


Гулим! 19 actually sade! chon into the metal 
face. А! the and of the barre! the obigsaton fme 
fect, anc eara fre metres fom he roca 
arc, à amga Duft cearty looked uiay «een 
Io Сене carving its Waly fhrooogn the пит ау 

Borrowr from ‘The Malta’, руна im atowedi 
tn nxiulge n bilet tma. The aovantaoe. a5 
everything onecpan ужу nto засму motor, & thal 

yu Te Bhowex] 15 react halî Пы! Ute bat жүл than 
your apponants. exmocnatmg yourself fom tricky 
tery sleuth) чүге] in the demo. in tre 
ares peor uses cf Dulles fime wal be Итин. 

The other notare semeni is the acumen with 
wich The game appaars to have been developed, in 
thai you hiv) to use your brain in-onder to get out of 
the situations you fine! ушгн landing in. Ana in tnis 
imate, intelligent development ló a precious 


approach, A PS? version le being developed = 


by Rockstar Canada, due out thie wiriter. = 
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EDGE #5 


Format: PC 
Pubbsner Take 2 
Ceveopar Ramady 


What you can't see from these screenshots is the way Remedy conveys 
the plot - static graphic novel like-images are displayed onscreen while 
surprisingly convincing voice acting plays over the top. It's one of the 
more effective approaches Edge has come across in a long, long time 
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Republic 


Developer; Elixir Studios 
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Е ower is control, and in Republ you obtain 
control by influencing the papbulace to join your 
faction. This you can do in several ways and it's up то 
you to intelligently obtain ali of the тиш каре amour 
! rformation at your eposa СИ course, you have 
enemies end MOMOE МЛ nemmesern 
priest on his sospegx in the: THE of pars SOY 
rirawincr a crowd partially made up Of your facton 
members? Yr) could always bribe him, of course: If 
hal dessi work, why not send someone io shake 
him up a ifle? Litimately, you coud aways have nim 
snot. But beware, every acson has н reachon 
Furthermore, to Btop players cheating by 
behaving &rratically and imesponsibly, Elixir nas 
ncluded a Расі ideology menu, which keeps 


| record of characteristics such as тей 
Ae. mane morem, eor] Сига 
Согттафоіогу actions eventually ensure you 
lose followers once people stop trusting you The last resort: have your faction-threatening 

s massively complex and, EY, & stil э opponents eliminated, by all means. But only її you 
one of the most striang-ooking PC games ever know you can handle the inevitable consequences 


Propeller Arena 


Format Dreamoast 
Publisher Sega 
Developer Inshousa (AM) 
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Win Ims; one of £s ew Tene new Learmcast 
Ini eine mode vou Tace up ta we oer human 

opponants #1 мили! can ony be desorbed as an 


arcade-lks spin on the fight sim Gare, Power-upbs 


pnr] 


Мес fhe paying space, outrageous manoeuvres can 
be puse GE with вава. anzi ine enne expepnerie 5 
wrapped up with tne kind of accessibility for whioh 


AMJ is renowned [355 excepted 


LA 


edgas Dreamcast microphone peripheral has 
been Coney underusec. put t.i а fundamen: 


element o noir Алаг as you aod opponents 


and even make contact with human wingmen in a 


isampay sesanan 
Опе, a gpliteoreen multiplayer moda goes 


Some way towards adding longevity, but thie is very 


much an огале-сегилс oae: ine STASIE garmersev Being an AMZ title, it's cheese rawk all the way as 
ends teat perfacthy (б Such playing condaions you dogfight with up to five opponents. Forget the 





an August launch music, though: this is all about arcade action 
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cations. This afternoon I'm going 


recce to a high-profile bank. It will be an 
ntenor of an Umbrella office deep In the 
underground base, Everything is inspired 
by the Capcom games. You will see all 


the architecture and you will be amazed 
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nake-up and the way they are 


very flat lighting It's one of the Going beyond the game thin that’s not v good film Ar o ada e НАНЕ 
ХИР beni AP A effect associated with ‘classic’ zombie 
с flicks through use of lighting and 
sophisticated CG techniques, Images 


-— 


! across the Net, cuiminating ir 


released so far hint at a minimalist 
approach to make-up. Hopelully post 

production work will enhance the 
case in the games. The games ch loyalty misplaced; ' a acting ha fiim М irst optioned soon after Nutella-inspired weeping sores 


ите laucgnape That's not 


J 


y, and the zombies are In the first Resident Evil was (he worst and Capcom's original game hit the shelves 
Both “Romper Stomper’ ci 


PENES к 
CAOLA. NT 


il rmi Seem 


animatronics = the whole range of ovie is the first game with all videogame mov 


LAM S 


ша! effects as well as make-up.” the bad dialogue transposed onto film Kom агау inspire 
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the franchise will also m 
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Every lati, Edga avalumes the Dear. meos iremeting, 
туын Innowathes or promising gammes en à всаів of ten, 
eui tive naturally represents the miade value, Edge 
fg] tyNterm i fair. propane and Darei Ал 
ien цата deserens an avermi rad — nat, as many 
Dopp, Seen Duf of ten. Broadity реш, scores 
теда] 10 the йолт sentiments, ore. CSSRESIDUR. 
two) арра, three: soviroty flawed. tror sappomting. 
lve: dnvérmge. sx. competent, mwr: efstinguisned, 

eight: excellant, nina: astounding, tem revolutionary 


Edge 


This month's unanimous choices... 


МЕХ quita Heo in terria of erp Visuals, but next-gen 
FPS developers would do well to taks a teat out of 
Argonauts atmosphercally петуха тое. 





Dancing Stage Euromix 
Dancing alone to Gilera Gaynor, half-enmpty bottle of 


Wine by the ТУ апа team cinpping on the mat, Ir might 


Bound sacl, but it's iust another dày for one stafiar. 


Фар, Sons | 


seg 





Operation Flashpoint 

Sleep might provide sore physical rapid; but in 
Edges head, the war never stopi, If the team ever 
gets called up, expect сомитов par exceliencn. 


j 





TimeSplitters 

Ge Into the map editor. Стеаї tha moat 
basic room розна. Then put in a tew rocket 
launchers, Undiluted mayhem in minutes. 





_ Edge watches the inexorable | progress: of the status Kimi | il 


Loading pains 


dge hates IPEN pauses, When developers and 

- their PR people arrive at the office to demo their latest 
pride and joy, there's nothing quite like the silence as a yellow. 
loading bar creeps slowly across the screen, "Heh... nearly... 


there," mumbles a nervous project leader. Waiting for the 


next level to load in whatever you're playing at home might | 
be frustrating and tedious, but at least it isn't embarrassing. 
Loading textures, loading sounds, loading structure: 
everything's detailed, everything's dull. Time stretches, and 


With Nintendo's decision to drop solid-state media, 
loading times are no longer something the impatient Чайыр! 
сап opt out of. Hard disks for XBox and PlayStation2 may 
ease the problem somewhat, but the PC example suggests 
that it'll simply encourage developers to produce fatter code 
in the first place. So, it looks as though gamers may be stuck 
with attentiori-sapping gamé-access times, and Edge seems 
doomed to devco smalltalk for what feels like forever, 

It's tempting to reminisce about Narnco's glorious time- 
destroying minigames. Ridge Racer gave you Galaxian, Tekken 
had Galaga, and everything turned on its head: you started 
looking forward to the loading times. But this has spawned 
few imitators, and you have to wonder why. It's a simple thing 


чо до, and in a world where idle hands turn all too quickly to 
"train-wide sonic irritations in the form af mobile phone Snake, 


it's not like it's particularly difficult to entertam the bored. 
Unfortunately, the minigame route couldn't save something 
like Red Faction (below), and that's not just because snapping 


from FPS immersion to throwaway frivolity would detract from 


the game's coherence, either. The problem with Volition's 
work lies not in the length of the loading times, but their 
incomprehensible positioning. Experience has taught gamers 
to expect an access pause when they enter a litt, but not 
when they're running full speed down a seemingly innocuous 
corridor. It's a shockingly unsubtle oversight that's much more 
than the minor irritation Volition might have hoped. 

Red Faction's creator may blarne the structure on the 
limitations of PlayStation2 nardware, but it has no right to. 
Everyone knows texture memory's a problem on Sony's 
machine; so it can't have come as a surprise. Games 
must be designed with the weaknesses of their hosts 
in mind, and if they're not, then they can hardly 


complain when things get awkward. $e] 
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Lamborghini cleverly appears аз a 
Japanese-run Diablo GT (top), the Rally 
modes are as playable as ever, and oil 
changes helps performance (above) 
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Gran Turismo 3: 


Polyphony Digital Inc Price, W&,B00 (£40) Aeesse Out now (Japan) July 27 (UK) 


Format PlayStation? — Pubisrer ЭСЕ) — Develop 
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evs are kept at a steady 7, 000rpm 

The five red lights ahead of the qi 
precictanly give way to green and the turbo 
noes its job а" propetiing you into їлріе 
haures іп a scandalously economic colectii 
ot Seconds, wondenuly Wheezing iE Way fo 


IV. Wy Le zu. > NY 


nonis mechanmcal limit before 


every upward gear change. And then it's 
straight onto the brakes and back down the 
transmission before the tracks first apex is 
clipped. The tyres screech as they struggle 
tor апр, the back end snakes around 


rnenacinaly, but a little micd-comer 


acceserabon soon setbes Things down 
7 m D = = E 
hen Es on to the next beng nd the neo 
ihe. =. = А = i afam جد‎ ud TW Vv ums 
Lap after lap, circuit after circuit. Of rese 


you've travelled this Tarmac before. A similar 
albeit cruder, background nas previously 
swept past you. And you've certainly already 


пайа с against these automotive opponents 


Only it's never feit this rewarding 

Following the two previous Gra 
Turismos was never going fo be easy 
of course. On the one hand, aficionad 


demanded а 12601 Version of an expenence 
they knew intimately, On the GER many 
would look at tha title expecting a blueprint 
tor the racing genres next generation, Айа 
all. its predecessors had set tha standard 


for structure, content, realism, and handling 


ТЕС | 3 rruy ЇЇ it اا‎ ores fine nf tha 
СҮ aa xi "ub. اھ ڪس‎ un ilias m 
4J/ опопа! al ваѕт, proved revolutionany 


But, as happens to many revolutionanes 
GI3 has calmed down somewhat in its latter 
years. Granted, in visual terms, the дате is 


still vary much firing on more cylinders than 


the competition leven Il ly Ag tror ке Ы 


Hacer can occasionally омета run for its 

т 
money he pr GRG model toc remains 
ааз of comer. Mouse omersahne atta 
eS О АЛЫЕ О. PON DOC dBIWKT] di ve 


the number of frames per second than 
Polyphony's last digitál driving venture, It 
feels far more immediate, responsive, and 
crucially, predictable. Forget the sudden 


une pec] fan mid-caormer 1 BLF Spins tan 
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corectional input also has а more rapid 


effect. In terms of balancing playability 


antci authenticity, С NT JÎ Логу has ' ver I) 
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One of GT3's ‘surprises’ is the inclusion of F1 cars. Though not officially licensed, F1 followers should 
easily recognise tham (ед Senna's 1985 Lotus Renault, right). Just don't expect them in the PAL version 


ed on the top pod Lm 


n tems of tesh content. however 


313 ranks somewhere further down the 
Nn уг incus will cma: ! 
ea 4 THY И CLIN De 1 NEW 10 


„= Р ч - "i = Туй ug 
previous GT owners: | ioo | 246, а Tasi 


drive around Akasaka's wide streets, a 
central area of the Japanese capital where 

u'll find SCEI's headquarters: Swiss Alps 
a decent = if unremarkable — rally track; 


Cr nie Siri п. а T ass JE — шит EXC Faller | 


test track; and Côte D'Azur, the Monaco 
or GCL Termmier TO Br ске pente 


Naturally, there are other changes 
affecting familiarity Gone are the second- 
hand vehicles, and GT's 600-odd models 


have been streamlined to someting neare 


imus ELT ue LA Pes ple E m, а 1 == m^, i" начы 
Ine 150 Mark. Vynie ins nas removed most 
гіпа mik fats found in that game, it has 
aiso taken out some massively influential ar 


much-loved European hot hatches (a sig! 


meup adjustment may be made tor the PAL 


release). Still, as a result things are far 

more digestiDle if somewhat harder — 
progression takes substantially longer than 
in previous iterations of the game. Perhaps 
realising this, Polyphony has removed the 
BHP limit found in GT2's race meetings 
that thwarted cheats as a way of balancing 
matters, although the price of the t she 


components appears to have been altered 


т РЧ 


accondingy. Ihe race senes themselves аге 
Cu mU TA CA um Та фы Sari es TIER 

T С) VE CHieoone LEX iit 2 
professional, rally, and enduranc ИП 


COMPULSIVE tyre wear coming into m n 
anything other than the beginner and rally 
meetings, again making things trickier 

In terms of disappointments, the Al 


stands out as the biggest culprit, seeminaly 
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the lack of damage is now a major issue 


given the grapnical nei altemm, bouncing On 
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An anamorphic option will delight 16:9 TV 
owners, a ghost car in license tests makes life 
much easier, and overall menus аге more visual, 
making it simpler to navigate your way around 


The characteristics of a wet track are beautifully 
conveyed in the rain-soaked Route 5 circuit (top) 
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Damaging issue 


and offering a remarkable racing expenence You'd have thought tha GT franchise's 
True. there are better racing cames out success would allow Polyphony/SCE to 
Ы жі) 1 «ая D فاا اا‎ CILE ТЫ c JG LILIE : 
Mania т С ыл : _ dictate the terms for a car manufacturer's 
there. The PlayStations ТОСА WIC, w ui 
| inclusion in a GT game. After all, Aston 


nt Al routines, and Le Mans on Martin has publicly said how instrumental 
DC come to mind as superor all-out racin g 7 GT2 was in promoting the marque in the 

But the essence of the GT world has US, and Edge received a letter from Nissan 
UK, detailing how many people now 


Aat 


becoming a necessity in driving games 

due to the positive gameplay iImpiications 
While the Gran Turismo mode is the main game, the Arcade option also offers an involving structure and it brings. XBox's Project Gotham features 
the usual goodies bonuses act as an incentive. The bulb-strewn trees of Route 11 are magnificent (above) real cars with real! damage. SLE take note. 











In traditional fashion, objects сап be 
pushed to reveal doorways or highlight 
clues. Mirrors often operate as hidden 
doorways to dark passageways 
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Fornat. PlayStation Publisher Infogrames Develo 


R eview code arriving several days 
after a title is already in the shops - 


as this did — never bodes well. Lurking bugs 
and glitchy code were expected, 
in The Dark: The New Nightmare emerges as 


but Alone 


a more than competent tite. Granted, there 
are control issues, but these don 1 
really undermine the imagination and 
atmosphere Darkworks has added 
to the survival horror formula. 

Those familiar with the mythos of 
HP Lovecraft will instantly recognise the 
scenano. Diabolical experiments, ancient 
E pine cabalistic symbols, and hideously 
deformed monsters serve as the backdrop 
to the explorations of the two selectable 
characters: an ethnology professor (Aline) 
and a private detective Camby). The plot 
is typically convoluted, and isn't helped by 
some truly risible voice acting (wil things 
ever change"). Uncovering plot threads 
from ioumals and diaries adds some 
пата ve texture to the cutscenes, and 
is a necessity if vital clues are to be found 

In truth, The New Nightmare is а 

rich brew which borrows as heavily from 
Capcom's Resident Evi! games as it does 
from the previous three titles in the senes. 
The control and combat eiements are 
mocdalied directly from Residen Evi, even 
going so far as to copy the same auto-aim 
shoulder button and inventory menus — but 
the implementation is Tar кез polished. Both 
characters adopt the Hesident Evi! control 
dynamic, but movement is far less smooth, 
and attempting to target fast-moving 
enemies with a character that's difficult 
to position soon becomes intating 
Darkworks hasn't succumbecd 


ach to puzzle mplemaentation 


Thankfully 


їо a safe appro 


аге is dà rich | Drew 


ly from Capo: oms, 





ous three Alo 
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Yes, there are a number of keys to find 
and doors to unlock, but the title's most 
distinctive feature is that it asks the player 
to stop and consider the options rather 
than just ferry objects from one location 
to another. Vital clues can appear in 
photographs, be heard on dictaphone 
en through the lens 
of a telescope, The challenging problems 
offer a comfortable route through 


з. but they ensure that the pleasure 


messages, or even se 


пау noi 
the û Game 


г: Darkworks 


"m | 
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Walk. The New Nightmare 


Price £30  Belaase: Out now 








Aline and Carnby meet at key points throughout the game and exchange information. A walkie-talkie 
keeps them in constant contact and the occasional clue can be gleaned from these communications 


is greatly enhanced when the player 
managed to unlock new areas 

A good deal of The New Nightmare's 
charm derives from the beautifully 
implemented lighting effects, which become 
a vital gameplay component Мий рар сап 
reveal hidden objects, will scare 


and is required in 


Way сета 
creatures 


mansion, liaht Switc esci an be used to nd 


roams of foul creatures. Occasionally, and 
without warning, menacing shadows form 
out of the blackness to 


Often 


tension, but penodically such shadows form 


dismay the player 

these are just devices to create 

into creatures intent on your destruction. 
Though hardly revolutionary, the ability 

to choose between two characters also adds 

some depth to the proceedings. Aline and 

Carnby can contact each other via walkie- 


talkie, and clues can be gleaned from these 


conversations. The manner in which narrative 
cleverly done, and 


there are enough fresh puzzles and locations 


threads interweave is 


to keep the player interested for the second 
3laythrough as the other character 

The usual irritations associated with 
survival horror games remain, however, 
There is plenty of backtracking over well- 
worn around, ammunition must be carefully 
conserved against the hordes of respawning 
monsters, and the 'X' button will come in 
for severe wear after being pressed next to 
every piece of scenery in the game to locate 
hidden objects. So while The New Nightmare 
isn’t the most startling adventure title to 
appear in recent years, its emphasis on 
genuinely imaginative puzzles combined 
with beautifully rendered locations 


breathes some life into a tired genre. 


Edge rating Seven ои 


Dr Ten 


Objects glint in the dark when the torchlight falls 

on them. While this makes finding key items 

easier there are still many supplies which must 
ШИЛ і be located by pressing 'X' next to everything 


Warning: spoiler 


It is heartening to find imaginatively 
designed problems in a console adventure 
game. Though some require deliberation, 
they never become as illogical as merging 


a hat with a sandwich, or some other 
nadiculous combination Clues can bae 
collected from a variety of sources ranging 
from the use of a telescope (above) to 
revealing hidden messages on walls 


with a fiuorescent torch lens 


The monsters in the game are not nearly as impressive as those experienced in the Resident Evil series. Running into diabolical creatures can still prove to be an 
unnerving experience, but cleverly the torch often keeps them at bay until an exit is found or weapon loaded. Respawning means that ammo must be conserved 








Рита: PC Punanen: Eidos — Developer Mucky Foot From £30 Ficas Out now 


™ fa tooa needs your love. Love it 
S Witness the game's introduction, 
which sees an ape at the dawn of history 
encounter a towenng monolit, The 
Monolith dispenses а dougnnut; the ape 
bites the doughnut; the ape arins; the ape 
hure tne douannut Skywards where it hangs, 
spiralling, and fades into a torus-shaped 
space station. Because the space station 





otartopia doesn t provide instant th The 
risk/reward structure ? of the wine 3 about 
ted to PC gamers 
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looks like a doughnut, doesn't it? Get it? 
Please love it 

ig, but its so. 

en irmeievyant. and so. so mnacalve 

CH Mucky F م‎ on 5 iTOSD есіл Outlook 
Prospective consumers of спорка 

should note that their money isn't just 
Seng exchanged for a game that slips 
comfortably into the builc-ancd-balance 
moud. a genre Drought into the mainstream 


ч GRE Ti Л = a a a T 
by Sim City in 1989. When someone buys 


Startopia, they're buying into thres years 


worth of geek enthusiasm. They're buying 
every creature, every scripted moment, 
and every random encounter — à Diayset 
of miniature aliens. in some ways, the 


ore structure is airnost Secondary, 
Startopía's creatures are mail-order 
sea Monkeys for 2001, but they're 
much less disappomntina 

в ага 12 missions that come 
with the game, finite scenarios that serve The middle deck is all about relaxing: love palaces will fit snugly there and allow your residents and 
visitors to let off steam. They have to be staffed by Sirens, a heavenly race who specialise in mind sex 


тт 





as appetisers for lengthier contests. Each 
level concentrates on an example of tactics 


реп to station tenants, and introduces the inspiration. It's a difficult balance to strike, circumstance. Plans are made long-term 


skills of the disparate races. As a soothing. but the humour here is delicate and affecting but can be wrecked by split-second 
Ww ved prerace to the greater and is what pushes ofarfopa from complex null-recking meteor showers, Or 

! xoc ons Startopia offers in Sandbox resource management into something te poor Trading conditions 
or muitiptayer mode. it works wel, and ts majority of PC gamers will enioy So, online battles become epic 
made more than just a training section That the game is suited to PC SUGGES, particularty when more than 
Marks to some excellent presentation gamers ought to be stressed, since two people compete for control of the 
It's all framed by adequately scnipted Startopa doesn't provide instant thrills Space station. Here he Startopia's most 
and well-delivered narration, explaining The nsk/reward structure of the game is appealing moments: Machiavellian trace 
ine games nuances and setting with about steady progress, and while there are embargoes and carefully considered tag- 


a familiar dry humour snap is its lo be made — instant trade team destruction. The sector element о! 
Startoapa's universa will strike a chord decisions, or sporadic bursts of logical mini- the tonus (see 'Battle station') comes alive at 
with readers of Douglas Adams’ ‘Hitchhiker's HTS combat - these come as switches of this point, and the game switches from а 


Guide To The Galaxy’. Gaming has always раса within a dynamic that's predominantly Veget wide lesson in resource 





derived a lot from Adams' work; most about thinking ahead. Players must push management into the natural evolution of a 
Every character aboard the space station attempts to imitate end up as pale copies 
has a name, a brief history, and a list of 
personality traits. Some make good r 
employees; others will excel at slacking that Starfopia uses his work as a positive unable to improvise according to where your financial priorities lie, but also 


their energy finances to the limit while always tabletop boardgame. Choosing which 
and embarrassing failures, but it's fitting Keeping something in reserve, or tney Il be section to open next isn't just a question of 


088 EDH 


Casualties of station war must be quickly 
recycled, or other visitors will become upset. 

If the recyclers themselves have expired, then 
you'll have to hire mora or recycle them yourself 


Battle station 


The spaca station is split into three 
decks and 16 radial segments, and 
each player begins with three of those 
game, too. As an aesthetic, the minutiaa, segments to develop within, Opening 


an elegant inclusion. 


There's a superficial beauty ta tne 


stand out liahtyears from its peer: | ш / Lm i he amount of energy, which means those who 
" expand too early will find themselves with 


verve, and cartoon gloss make Startopia 5 ү IHRER - | an adjoining segment costs a reasonable 


little resources with which to exploit or 
defend their new are. Leave it too late, 
and you will relinquish territorial advantage. 


pertectly balance 
spiral bound i 
austrophobia. IE doesn t break 1 i —— EM As with most resource-management 

35 € ions of a genre that's ы , «i games, gaining the upper hand becomes 
conceptually progressed so little since Sim | : uA S | a question of balance and timing. 
City, and as such it’s essential tor anyone 
who can picture their inner geek 
somewhere in a doughnut in space 


= The in-game terraforming engine allows players to stretch landscapes to whatever shape they desire, and 
coge Fauna Eight torte then add moisture and heat. Different environments will produce different fiora and leisure opportunities 








„жо Bohemia Interactive Studios a £30  Pelanur Out now 
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{ the cold war. NATO presume it's the 





isians, the Russians deny their 
nvolvement, A solid campaign structure 
takes you through the imaginary '85 
conflict, switching the player's role 
through a host of combat specialist 


personae while maintaining а conerent 


because freedom is everything 


laking place across three imaginary 


Eastern European isiands, the game 
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nitiall'y, thougn, ТБ the scare that s fru 
mpressive. These landscapes are glacial 
Mitt |+ els ha Spr] r- or KT metres rather 
than tightly bound різу areas. A valles 
Flashpoint isn't a U-shaped collection 
{ oolyvoons. it's a aeoaraphvy lesson A wall-placed grenade will take aut а tank, but missing it will draw its attention. The lack of quicksave 
- LES й LA Xp Cua A4 ۴ = Y 
T I е means if you don't get it right, there's much more at stake than in games where death just means a reload 
пе game teaches you, тос: ine 
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f player pays attention 


ГП if Ci y 
the terrain, and carves their plans on top chance to decry the game as too solid grass, it's a distraction and an irritant 


of the map's rigid contours. The clever tough, but complainants have missed It'll be patched, no doubt, but the game 
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Flashpoint player makes sure they're the Czech developer's point. The deserves better. Flashpoint will capture 
папа avery piece of that terrain to thei greatest condemnation has been that your mind. It's the sort of experience 
As wall as first- and thirdperson idvantage, or may find themselves it's too difficult to tell friend from foe, you want to show people photos of 
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perspectives, Flashpoint enables the stranded in open ground in piam sint И but it's meant t ginat Way. In real те 50 take some snaps. Watch enemy 
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Stepping into а helicopter brings a whole пеш perspective to the action, and gives a good idea of just how 
expansive Flashpoint's levels are. In multiplayer, one player can pilot and another can act as the gunner 
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Simple orders can be executed by selecting players with the F-keys, and then clicking on items around 
the screen. More complex commands involve using a radio operated through а recursive menu system 


Go your own way 


It's your first mission in charge of a 
squad, and your commander says you ll 
be delending one side of a village from 
an imminent enemy attack. Hê leads you 
over to some Bunkers to the south, and 
starts 10 advise you on the bas! course 
of action. But you don't listen; you walk 
head towards a position on à 

by hill instead. The game kicks 

up a message: "OK, you've decided 

to do your awn thing. Fine.” And it 

lets you, The Russian force arrives. 

You attack from the side, and you 

lve or die on your analogue decision. 


away, 


Pilar 





Crazy Taxi 2 


Formal: Dreamcast Publisher; Sega Developer Hitmaker Price: £30 Release: Out now 


t seams that squeezing the last drops out 
| of its most-loved franchises is as important 
to Sega as crafting new forms of gameplay. 
Hitting the streets just last year, the first 
episode of Crazy Taxi created a real buzz that 
is stil reverberating over a year later, amply 
demonstrated by its recent conversion for 
PS2. As an exercise in unadulterated fun, the 
formula remains sharp enough to support 
minimal alteration and still deliver arcade 
thrills well beyond those of its nearest rivals – 
and this is exactly what Hitmaker has 
managed to deliver with Crazy Tax 2. 

Ав soon as you load up Sega's new 
racer, it's obvious that Hitmaker has adhered 
to the ‘if it ain't broke, don't fix it’ adage, as 
Crazy Taxi 2 looks identical to it's older 
brother = bold colours, cartoon aesthetics, 
and franchised landmarks included. Polygon 
clipping still exists. albeit to a lesser degree, 
and slowdown is infrequent, but bar some 
game engine tweaks little has changed. 

This time around the action takes place 
їп а New York-esque setting, with four new 
drivers and two new layouts: Around Apple 
and Small Apple. Maps are unlockable for 
each, which highliaht the most requested 
destinations. Again, the emphasis remains 
firmly on speed: negotiating the metropolis 
as fast as possible іп order to maximise fares, 
or tips given for particularly risky shows of 
driving prowess. Play in motion is undeniably 
engaging, and the inclusion of multiple fares 
adds a touch of vanety, giving the player a 
chance to plan their route, if опіу to a limited 
degree. Back are the Crazy Dash and Drift 
manoeuvres, in addition to a new function = 
the Crazy Jump — essentially enabling the 
cabs to perform a bunny-hop. 

In its original guise, Crazy Taxi would 
occasionally trade speed for disarray, the 
player bouncing around the screen, all 











The Crazy Pyramid makes for a welcome 
respite from the overblown action of the 
main game. Expect the usual red thumbs, 
though - infuriation is a major element 


As soon as you load up Sega's new racer, 
it's obvious that Hitmaker has adhered 
to the ‘if it ain't broke, don't fix it’ adage 


semblance of control lost. The use of the 
jump irons out such chaotic occurrences, 
and offers an effective escape route instead — 
which is also neatly in line with the games 
amusing bent. In fact, access to marry 
potential customers can only be gained 
through the jump function, and so 
exploration plays a considerable 

part in achieving the largest rewards. 
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Mastering the Crazy Drift is paramount for swift cornering, but it also accounts for a potential loss of 
control. Overdo it on a corner and you'll swap ends in an instant, wrecking any progress into the bargain 


The Crazy Box moda resurfaces as 
Crazy Pyramid, an ever-decreasing stack 
of mini-games that are designed to test 
your driving skills. Compared to the offerings 
of the original, the Crazy Pyramid is a lot 
easier to conquer, although the final few 
challenges require multiple attempts before 
victory can be tasted. Expect to perfect 
a sideways drift combined with a jump; 
develop the ability to stop an a dime; 
and master the ever-so-satisfying balloon- 
popping routine. New inclusions utilise the 
iump feature, such as the ramming of an 
enormous golf ball = which is more fun 
than you'd expect. Replaying for the sheer 
hell of it is not an oft-seen feature in many 
current games, but Crazy Taxi 2 manages 
to slide it into the proceedings with 
understated, near-nonchalant aplomb. 

Despite such praise, it could be argued 
that Crazy Tax 2 falls short of being a true 


sequel, and ranks as more of an update. 
offenng few new features. So while its 
lastability will certainly not match the likes 

of GTA: A-spec, this is simply comparing 
digital apples with pears: Crazy Tax! 2 isn't 

a sim. It's a slice of raw arcade action that 
seeks to excite on the most fundamental 
level. Spectacularly shallow it may be, but 
the notion that quantity outweigns quality is 
naive, especially in this instance. The arrival 
of the 100-hour adventure has clouded many 
consumers' perception of what should be tha 
accepted lifetime for a videogame. Crazy Тах! 
2 neads make no apologies for its stance; an 
effortless, all-embracing title that will entertain 
years after the most bloated RPG has long 
since Dean abandoned. All of which is 
testament enough to its most valuable {=> 
attribute — instant, riotous fun. = 


Edge rating: Baht out of ten 
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Textures are impossible to distinguish from the original outing, but the style is unmistakable, As shown 
1] above, the rickshaw resurfaces, this time under the heading af ‘Lowrider’. Prepare for extreme vectors 
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Watch and learn 


An obvious but nonetheless enjoyable feature of 
Crazy Такі 2 is the replay function that allows you 
to record, save and replay an excerpt of mayhem 
starting from any point in the city. Once captured, 
the re-run can be viewed from a number of angles, 
including standard, pedestrian, firstperson and 
reverse. The latter 5 quite useless, except to 
observe your passenger's antics in the back seat, 
TA 1 | i "i as they get thrown from side to side. It is worth 
ШИ, NU NND, UN ш `+. =. ИННИ. noting that the cheat from the original game 
allowing the use of these angles in-game still 
Crazy Taxi 2's Jump function brings a large chunk of airborne travel. The temptation to continually leap exists. Playing in firstperson mode adds a whole 
every obstacle is considerable, but bear in mind, once in flight, there can be no alteration in direction new level of craziness to an already frantic game. 
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Format: PC Publisher: EOM Digital Developer: Bitmap Brothers — Price: £30 — Release: Qut now 


A little light relief 


While they weren't exactly sidesplitting, 
the comic caricatures of the original Z 
added a pleasant chuckle to a genre 
that still isn't renowned for its comedic 
aspirations. Thankfully, this aspect has 
been maintained for the sequel, with the 
laissez-faire, gung-ho characteristics of 
clumsy robot warriors still in place. While 
cutscenes still don't provide any belly 
laughs, the sight of bored sentries 
entertaining themselves by butchering 
the local non-combatant fauna prove 
engagingly funny. However, it’s a shame 
that this level of attention wasn't 
lavished on Al throughout the game. 


Surprisingly for a game that owes such a debt to 
old-skool game dynamics, Stee! Soldiers boasts 
a diverse selection of some of the most solidly 
realised 3D environments yet seen in an RTS 





hen the original z first appeared on 
W shelves, no one knew that the gval 
Command & Conquer franchise was going 
to set the ATS agenda for nearly a decade. 
But with the vast majority of developers 
seeking only to emulate the pacing, structure, 
and objectives laid down by Westwood when 
it comes to producing yet another example 
of the genre, the arrival of Steal Soldiers 
comes as something of a welcome surprise. 
Like its predecessor, it imbues a prefabricated 
template with the mythm and flow of an 
arcade or 16bit gameplay dynamic — fittingly 
for a game developed by the Bitmaps. 
Unlike its predecessor, which took so long 
to arrive that it looked dated next to C&C, 
it combines this with environments that, 
visually, are at the cutting edge. 

Significantly, the impact of these 3D 
environments on the mechanics of play is well 
realised, thanks to a relatively innovative line- 
of-sight system that departs from the formula 
so beloved by much of the RTS pack. Despite 
the solidly realistic battlescapes, though, and 
their convincing effect on battle, their division 
into smaller, rationalised, resource-bearing 
territories gives Steer Soldiers a unique 
cadence. By shaping the course of conflict 
almost in the style of a boardgame by 
heightening the competition for resources, 
and by increasing the topographical reach 
of that competition, these territories lend 
а frantic pace to proceedings — a departure 
from the more traditional bulld-sortie-build 


Om SMUT ӨР НЕТИП! ww aR, r cM 1 tempo. And although the vanety of units and 

E a "ө m am | „Ач mission objectives that categorise so many 
RTS outings аге dutifully in piace, this hi- 
octane uniqueness enables Stee! Soldiers 
to stand out from the crowd. 

Nevertheless, it is apparent that the 
developer has been hoisted by its own 
petard as the frenetic momentum and 
territorial scope of conflict demand an 
interface that is navigable at an appropriate 
speed. Despite laudable effort from the 
developer in the shape of menus and maps 
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occasions which see the interface unable 
to keep up with the high speed of the 
game or undone by deficient Al. 

50, it isn't clear whether Stee! Soldiers will 
provide the next evolutionary trajectory of the 
RTS, but if nothing more it certainly = 
provides an entertaining offshoot. == 
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Despite enabling players to close and minimise menus and windows, the developer's attempt to 
build àn interface that can keep up with the high pace of the game is, sadly, not entirely successful 





Edge rating: Seven cut of ten 


084 EMS E 


Red Faction 


Format: PlayStation? Publisher: THO. Developer: Volition Frics £40 Aelease: June 22 


W hile it is well supplied with 
firstperson shooters that boast a 


chiefly multiplayer appeal, PS2 still doesn't 
have a compelling oneplayer proposition. 
With its groundbreaking Geo-Mod enaine, 
a comprehensive arsenal, and the ability to 
oomrmandeer several vehicles, Hed Faction 
promises much, but ultimately fails to 
deliver. Poor Al, mediocre level design, a 
underwhelming narrative, and tne failure to 
fully exploit the engine's realtime deformation 
capability conspire to produce what can only 
be described as an average experience. 

After witnessing several technical demos 
that highlighted the immense potential of 
Geo-Muocd at preview stage, It comes as an 
immensa disappointment to find that the 
developer has falled to capitalise. Instead of 
eliminating inconsistencies of logic, facilitating 


Гг 
tt 





There are few cerebral challenges to be found 
in Red Faction. The almost compulsory stealth 
sections (above), though not particularly wall 
realised, do require some thought, but the 
game's only puzzle arrives right at the end 
freeform level design, or offering new types 

of conundrum to spice up the ‘find switch’ 
paradigm, destructible scenery is merely 
lacked on during the first few levels of play. 

Equally frustrating is the developer's 
failure to effectively utilise scnpted events, 
cutscenes, or a dramatic narrative to build 
atmosphere. Scripted events seem 

untinisned, resulting in NPCs talking to thin 
air and bêhay ing erratically. Cutscenes are 
uninspired, with one exampie ending with 
ап ambush from enemy soldiers, which, 
more often than not, results in sudden 
death before the end of the sequence. 

But there ага signs of careless 
construction around technology throughout, 
Load screens occur far too frequently, last 
too long, and all too often are placed 
round the corner from an uneventtul elevator 
journey, or in the middle of a countdown 
sequence, breaking up the pacing. Animation 
and textural diversity are average at best, 
and no thought has been given to using the 
distribution of weaponry to Incentivise players 

change the tempo of the game. The chiet j ь | 
oversight, and most damaging, is that of Al Patching things ир 
Although designed for a console, the PS2 
version of Hed Faction seems to have 
more in common with PC shooters than 
its console brethren. The most obvious 
difference, though, Is the availability of 
patches on the PC. It's debatable whether 
minor tweaks to tne likes of Al would be 
capable of vastly improving the tithe, but 
there were several bugs and glitches in 
Edge's copy that might reasonably be 
eliminated by a patch. Coupled with a PC- 
style save function, offering no autosave, 
the possibility of encountering the PS2's 
own ‘blue screen of death’ after 


There is never a sense that opponents are 
990и more than automatons blessed 
with superhuman reactions and vision to 
compensate for a stultifying lack of initiative. 

Which isn t to say that Hed Faction is 
without its saving graces. The large selection 
of land, air and underwater vehicles add 
some welcome variation, and the Geo-Mod 
engine is better utilised in multiplayer mode 
but it looks like PS2 owners will have to 
wait for that compelling oneplayer FPS 


Edge rating: Five out of ten 


significant play is not a welcome one. 
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Formal PlayStation — Publisher. Activision Developer: Runecraft Froo £30 Release: Qut now 


Like Tony Hawk's videos, you receive mag 
covers for completing challenges (high/pro 


score, hidden cover, T-R-I-C-K, and specific, 
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of companson between the two 
In reality, Топу Hawk's Pro Skater is a lot 

closer to Hoffman than its BMX counterpart = 

hardly surprising amen that Neversoft lent 

Its engine to the Hunecraft chaps - but as 


Skateboarding and НАХ are two distinc 


wr - 5 ullo ч m # s -———— — ЧЕ 
илиги mn makes sense 10 conceniraie 
n Hoffman's nearest aenuine petito 
re vet 
E rst the 4 amma * egs Hoffman ohe = 


riders and levels to Mirra's ten and 
г. nespectmelty. Hoffman nas a park ecto 

Wira hasn't. Hoffman is visually superior, with 
Somewhat stabler environments, has better 
attention to detail (ridars display individuality 
when performing same tricks), feels faster 
and slighthy smoother in play. offers selectable 
bike parts, and boasts an arguably supenor 
soundtrack. Mira onnds back into contention 


with substantially more challenges per round 


such as hit all of the level's satellite dishes) Hoffman only has five), larger levels, better 
COS) detection, ine ба! arv mation, а 





If you build it... 


Virtually identical to Tony Hawk's Pro 
Skater 2's version, Hoffman's BMX park 
editor enables some reasonably complex 
contraptions to be digitally created with 
remarkable ease. The equipment selection 


s comprehensive, and to help you on your 
way five pre-made examples come as part 
of the package. Interestingly, your creations 
can often look more graphicaily stable 

inan the main game s (admittediy langer 
versions. Nevertheless. it's always 


a welcome 'aatune 


O86 





Things do look angular (particularly when 
put against THPS2), and there's plenty of 
polygonal break up to spoil tha illusion, 
Occasionally you can also ride through 
the scenery, which clearhy hampers action 


пасее inck  Ї anda suDbenor. more 
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20mprenernsive, twoptayer secuon 
Jame ts also more player friendly in structure 
terms and offers greater repiayability in the 
form of nine records to beat per level 
Once you get on track, the differences 
Keep bunny hopping their way into play 
While Hoffman displays none of the mid-trick 
lag that Mira often suffers from, its riders do 
occasionally seem siuggish in getting their feet 


back on the pedals, forcing you to acquire 
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to pull, and the game punishes you more 
severely when its time for the wheels to come 
back on the ground (although you can also 
argue that Мита is overly forgiving in this area), 
So, tha first 32bit BMX battle ends in 


you pick is down to personal preference 
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expenence. Both entertain in differing 
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Wait тог the next-aen versions 
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I-War 2: Edge Of Chaos 


Format: РС Publisher: Infogrames Developer: Particle Systems Price: E30 Helease: ОШ now 


S pace invaders E begat Elite, Elite а р рач ^ 21] L Fi nm и. т ЖЕНЕНИН 
begat Wing Commander, and Wing ‚ч=п 


Commander's legacy is one of overblown 


space opera. That's the path, but the 


ac 


Silii 


history's more complicated, since ve кенинен нин s 
somewhere in the futuristic lineage of space b = тїнїн?) mew uum 
combat it looks like there's a split. On one 
side of the family are the purebred fighting 
iuggemauts ої Freespace, and on the other 
are the storyline epics like X: Beyond The 
Frontier. This being binary genetics, there's 
actually nat much difference between the 
sides, You're still firing lasers in a vacuum ene IL Urn ANS 
you're still avoiding implosion, It's all about 
presentation, and fans of the original /- Wai 
Will be pleased to note that that's exactly 
Where the sequel excels. Tt 
That's not to say the game's lacking E petri 
substance, either. Three acts, each split 
nto a dozen titled mission-based chapters, 
form the bulk of the game's typically PC-sized 
experience. Before that comes the prologue 
recounting your experiences as а ѕрасе- 





I-War 2's galactic map is the best portrayal of 
space since Frontier, and much less confusing 
than Braben's effort. Crossing huge distances is 
made easy by the targeting system and autopilot 


tripping 15-year-old. This serves as a 
ndis mission and throws you mto brutal 
searing laser combat almost immediately. 
Combat is fast, but cautious, and X-wing 
head-on tacticians won't find much luck 
nere, especially within what initially 
appears to be a very unforgiving dynamic 
Push past the unexpected difficulty, 
though, and it transpires that I-War's real 
hope is to please everyone. The piracy, 
tracing, and non-linear au will 
excite the true believers who spend their 
lives waiting for Braben. The tasks, varied 
but familiar enough to cause déjà vu in all 
but the most inexpenenced space garners, 





will entertain those wanting another Wing 
Commander. The imagery is spectacular; 
the plot solid and coherent; the game 
dynamic stuck іп the mid-'90s, unyielding 
and enjoyable. This is gaming safety 


LT 


Mawkish mood setting 


I-War 2's story deals with your father' 5 
debt-induced suicide, and your quest 
for revenge. It's a dark (albeit oft-trod) 
direction, 50 It's curious that Particie 
systems has chosen to treat it with 

a cartoon gloss that dissipates the 
tension; it's hard to feel sorry for your 


But it doesn't really matter. /-Vvar 2 
isn't progress, and Edge strongly suspects 
that progress isn't what fans of this 
subgenre are seeking. They want what newly orphaned self when you have 
all the gravitas of a Macaulay Culkin 
film. For those unmoved by the rendered 
sci-fi soap opera, there's also a quickstart 

aption which enables the player to jump 

straight into an increasingly difficult 


iney ve always wanted: more airport trash 
aesthetic sci-fi that places them in the 
cockpit, adrenaline carefully paced with 
measured plot twists. They'll get it with 
-War 2: Edge Of Chaos, but — especially 
in view of all the titles that have preceded 
Particle Systems’ introspective effort — 
perhaps they ought to be asking for 

а litte more. They may one day get it 


infinite doghaht, and the now-obligatory 
wealth of multiplayer options. 





2 : Particle Systems’ vision of space combat draws from TV sci-fi, and the laser duelling will please Trekkers 
rage rating: cx out of ten and fans of ‘Babylon 5' alike. A range of views are available, including cockpit and external cameras 
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The APG mode offers power-ups, 
enemies, minibosses, and a simple quest 

structure, It's an interesting diversion, bul 
it pales next to the multiplayer experience 


igloos offer stealth, but not protection. Most of the additions to the standard Bomberman dynamic will 
be familiar to dedicated bombers, but that doesn't stop the fourplayer mode from being spectacular fun 





fayman Advance 


Format: Game Boy Advance  Pubishe- UbiSoft Deveioper in-house Price E30 Fee June 22 


ook at the top 40 all-formats chart and you'll 
L notice that the original Rayman = released in 1995 
– Б still there. Depressingly, the new Rayman for Game 
Boy Advance may sport four layers of parallax scrolimg 
and beautitully rendered cartoon sorties, but (ће 
platforming action remains as fired as ever. Jump, 
climb, Collect tokens, and then free a race of peoples 
ensnared by an evil despot. The backdrop could be 
exchanged with any game in the same genre, 

Asking for massive gameplay innovations on a 
system in its infancy 15 perhaps unfair, but UbiSott's 
decision to stick to a traditional jump/climb mechanic 
soon has the eyelids drooping. The size of the sprites 
also asks the player to make too many frustrating leaps 
of faith. There is the occasional boost to an ability — a 
higher platform = but it is the ease at which the game 
can ba mastered which really disheartens. 

In its favour the game boasts six words and is 


punch, say, or the opportunity to grow seeds into a 


large enough to keep the less dextrous happy for 
several days. While Rayman Advance isn't hugely 
flawed. the humdrum fonmmula will be entertaining а 


ony to those wih а мар imagination 
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At key stages Rayman can take to the 
skies on a surreal purple wasp. 

Unfortunately, the speed of oncoming 
enemies turns this into a memory test 







ha review of excellent Super Famicom titles now 
T reaches Hudson's Bomberman, but something's 
changed. Rather than the linear level structure that ran 
through tha previous tiles, Bomberman Story apples 
the chain-reaction dynamic to a lop-down adventure 

in essence it's à competent copy of A Link To The 
Past, with the protagonist's sword replaced with 
bombs. The stress has to be on copy, though; the 
Imagery here is startlingly similar to Zelda's Super 
Famicom adventure, right down to cartoon foliage and 
the cracks in rock walls. But while there's the same 
balance of puzzles, action, and questing that make up 
Hyrule's bnahtly textured plains, there's none of the 
spark, which is why the return of the cramped single 
screen structure 5 welcome in the mutbiplayer. 

Bomberman's appeal has always been in local 
competition, and there's no change for the S2bit pocket 
version, The Japanese text will render the storymode 
incomprehensible to most Westerners, but for those 
buying the game for the right reasons — a desire for 
fast-paced explosive rivalry — it shouldn't matter. Those 
with handheld versions already may wish to wait 
lor something More ариг 


Six out of ten 


ТҮТТҮ” 
{ J 


didl na 













Үнү 





"Ти 





н PIU | ү! "Hindi" " 
isa! ММК Ae NIME Wn ji 
We LAT) НИНИН ӨИИШ | j | | | 

ШҮҮ 
(ИШДИ ИЩИ, | " | 


PA EAT | i | 









ШИШ" 
NH 1 UT 
li pi 1! 





rae 





E 

I [4 "ҮТП! Í E 
Р А | 

саф 



















4 
j 


ТНТ ш 
Шш ТИИТ {| ШИН 
Hiei M. mimm ШШ!!! * 


NT r ane 
"NTT e ннн 


d Р ТИТ" 
№ ИННИ 
f FTH { Т 

PARC TET LER | 
In i Å [ШЇ] 

i і ИШ ИШҮ ' 
ШИТ | HIT IT | | 
‚тей... 


a 


Reach the end of a stage and ~ wait for it - a boss appears to thwart Rayman's progress. The usual routine 
of dodging missiles while locating a weak spot ensues. Rayman Advance is about as traditional as it gets 


EDGE r 


Codeshop 


Tracking developments in development 


Going for gol 


Intrinsic Graphics redefines multiplatform development through Alchemy 
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Alchemy's extendable object model 
ensures that game code takes 
advantage of specific hardware 
features and is also portable 


URL 


www.intrinsic.com 





|  Alrhemv is being promoted as a both a cross- and multiplatform solution for developers 


he outbreak of midcdleware engines 
T has now reached epidemic 
proportions. But the situation doesn't 
concern Rémi Arnaud, director of 
technology for the newest contender, 
Intrinsic Graphics’ Alchemy platform. 

"The timing is perfect,” he says. 
"The technology to bulld something 
like Alchemy became available only 
recently. Mot long ago C++ compilers 
were not good enough, and the 
console hardware did not have the 
level of complexity that Alchemy has 
been designed to handie. It омех us 
almost an unfair advantage compared 
to products that were designed 
several years адо." 

Competitors such as Criterion 
or NDL will disagree, but Intrinsic 
is aggressively pushing its perceived 
technical superiority, even to the extent 
of attempting to redefine the semantics 
of middleware, Previously, the terns 
'crossplatform' and 'multiplatforrm' 
have been broadly regarded as 
interchangeable. but tor Intrinsic the 
difference is vital. ‘Multplatiorm’ means 
that the developer has to do a specific 
compile for each platform targeted, 
meaning the engine will take advance 
of hardware-specific features but at 
the cost of portability. 'Crossplatform 
technology is highly portable, but 
doesn t alow programmers 


low-level access to hardware. 


Rémi Arnaud, director of 


technology, Intr 


INTRINSIC © ALCHEMY 





Intrinsic Graphics believes Alchemy is technologically superior to its middleware opposition 


Alchemy is crossplatform as 
it provides an АР! and a file format 
that works on every platform, and 
itis multiplatform. as it provides the 
best possible implementation of that 
АР! on the different platforms," 
explains Arnaud. "To give an example, 
we provide crossplatform shaders that 
are available directiy to the artist within 
their tavounte modeler. What the artist 
does not see is that we provide a totally 
different implementation of the shader 
using the best possible alaonthm on 
each platform, depending of the 
availability of hardware features." 

The key to Alchemy s performance 
is that while П has a thin abstraction 
software layer that sits on top of 
the target hardware, it relies on 
an extendable object model — what 
Intrinsic refers to as its ‘patented 
Object Description Language’ 

This means programmers can replace 
any part, adding custom features 

"We provide a Visual Context class 
that is the crossplatform graphics API,” 
Arnaud says. "It is actually a pure virtua 
class. It is implemented, at linking time, 
with the hardware-specific class, 
therefore adding no intermediate layer. 
If one wants to directly access to the 
underlying hardware, ona just has to 
include the hardware specific class 
instead of the genenc class and 


immediately get access to additional 
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but not portable, features," ha says. 
Yet, clever as Alchemy is, success 
for Intrinsic will only come as it signs up 
developers. So far the onty announced 
customer is Yeti Interactive, a start-up 
out of Ubi Softs Rayrman-centric 
Montpellier studio which is working on 
an XBox platformer. “We are working 
with several studios but we don't 
have any shipping tities yet," explains 
Arnaud, “This is going to change later 
this year, but | cannot talk about any 
deals until my company makes 
an official announcement.” 


Money behind the brains 


Much has been made of the fact that alongside the 
venture capitalists who have invested in Intrinsic is 
one Sony. So does this mean Intrinsic 15 inherently 
mons focused on PlayStation2? Not according to 
Arnaud: "Sony Computer Entertainment and Sony 
(Corporation made investments in intrinsic Graphics, 
and the interesting part is that they were concerned 
about the same thing. They were afraid that we | 


would be perceived as skewed toward PlayStation2, 


and they did not want that to happen." Instead he 
sees the companies’ involvement as a strong vote 
of confidence: "The fact that we are the only 
rriddieware provider who has an investment 

from a console platfonm provider such as Sony 
tells you a great deal about what they think 

of our technology and our team.” 
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Web competition 


VT Т he convergence between 


off and online 3D games 15 
creating one of the most dynamic 
technological battlegrounds in the 
industry. In the online arena, giants 
such as Macromedia are squaring 
up to WildTangent and Groove 3D, 
with size of downloads and quality 
of streaming the all-important 
attributes. Combine this with the 
traditional competition over 3D 
engines, and key design issues 
become how to balance the grunt 
of high-end performance with the 
afficiancy at the network. 

French company Virtools is опе 
at the few to straddie both camps 
with its 3D engine being used for 
traditional CD producta as well as 
over the Internet, thanks to ifs Virtools 
Web player Problems over its name 
have limited its public visibility of the 
past 12 months, however, if changed 
name from Virtools to Мемо in 2000, 
only to юзе а court Case agains! а 
siTiiany named company, which 
forced а reversion to its original title. 
But with that episode out of the way, 
the company is looking forward to 
the release of Virtools 2.0 to get its 
nare back in the headlines. 

While most 3D engines rely 
on programmer skill, Virtools takes 
a completely different approach. 
"Bertrand Duplat, the chairman and 
founder of the company. wanted to 
make the most cornplex functions 
accessible to non-programmers 
using an advanced graphic interface," 
explains lead developer Nicolas 
Galinotti. "Other game engines 
are mostly script ar code- based, 
whereas Virfools can rely totally on 
our revolutionary building blocks, 
called behaviours, although we still 











we offer the possibility for 

programmers to develop and design 

their own building blocks in C++.” 
These behaviours can be 

attached to à game entity to 

define the interaction between 

the entity and ibs environment 


within Virtools' graphical interface 
Complex behaviours can be created 
by combining different behaviours 
together and in this way users can 
build up their own custom behaviours 
for all game objects. It is this 
approach when combined with 
Viriools’ engine's off and onime 
charactenstics that make и such 

an interesting proposition. Galinott) 
reckons tha split between the two 
markets is 60:40 in favour of offline 

at present, but this seems likely to 
change as the Web gears up to 3D. 
Virtools modular engine runs on three 
different APIS — DirectX 5.0, 7,0 and 
an OpenGL software renderer — 
although 3D hardware is 
recommended, The Virtoois Web 
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at. cm 
Player is also required —a 750Kb 
download, of which the around 
АПОКЬ is required for the first 
level of game, with the remainder 
streamed on a per-level basis. 

But as Galinotti points out, 
Virtools is keen to migrate on to 
consoles too: "Our current focus is 
on XBox, which for many reasons (5 a 
natural platform for Virtools. We have 
some customers working with an 
advance version of 2.0 0 be shipped 
in June] to design XBox titles, and the 
game Core by Zoink Entertainment is 
а good example. Wê are studying the 
possibilities which woud give us 
access to all possible platforms " 

Pricing for Virtools 2.0 reflects this 
willingness, with the full source code 
tor the engine available at £37,500 
and a single-user package costing 
a mere £3. 100. Previous clients have 
included the likes of Havas, Hypnotix, 
and Microids, and = as Virtools is 
quick to pomt out — thesr 
projects were all profitable. 
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| юна production management 
D solutions such as NxN 
Software's alienbrain hardly 

count ав а new concept in Game 
development — NxN was formed 
in 1997 and afenbrant 5 on the 
brink of its fifth major iteration. 


What ts new, however, is the 


Working environments such 
client/server Ше management 
systems are now supparting. 
This was recentiy highliahted 
by the adoption of meniran by 
Sany Crime, it has three main 
studo locations ranging from its 
San Diego headquarters t 
in Austin and St Louis Sig 


the firs tile to 
Wars Gamnes. “The Son 


use ghenivan i= Star 
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a comprenensvye solution 15 
needed « support development 
tam members and manage 
tociay s Complex producto 
processes,” explains eus 
vom Scheidt, CEO of NxN 

This distributive approach to 
game ући ортиғи has ao bean 


taken up Dy Infogrames, which is in 

the progress of converting its studios 
over bo alenbrav. in time. tis means 
that Infogrames’ studios will be abie 


to share art assets, which has the 


potential to create huge time Savings 
considenng the company's tongterm 
commitment to Warner's Looney 
Tunes Characters. With alenbrain 
a тоба created 
an XBox game could be utilised 


for à PlayStation game being 


in Austraka for 


developed in тетен 
Mey to ts 15 aeenhramns 
ability to track the status of аі 


os! obuous are "genus nnd 


tor artists and рск иттен 


game assets in the production 

cycle. As Stephen Peacock, 

МХМ account manager for the 

UK, explains: “Most asset 
management systems start when 

the asset is finished; we start when 
the asset is being planned. Ареа 
tracks versions of the file as it evolves 
throughout the production process. 
Our tools are designed to help the 
development of the asset as 


Senbran is ensuring its integration 
with art packages like 3DS Max 
and Maya and development tools 
auch as CodelVarror. in particular. 
the recently released alienbrain 
plug-in for CodeMWamor links 

into improved search engine 

and import/export options. 
"CodeWarrnor is one of the 

most versatile development 
solutions for game 

programmers,” maintains. 

vom Scheidt. "In order to 

offer our customers a total 

digital production management 
solution, it is absolutely necessary 


opposed to the archiving of the 
asset once it's 
games industry this is much more 
rare you Gan 
reuse an asset directly 


been dona. In the 


relevant because Its 
A ECL 
tor allenbrain 


wedang it as the next time you 


ine's better 


to provide easy 
access to the high-end 
programming soutiens 
development teams need." 


make a game, your eng 
and you сап have more potys.” 
The other main push for 
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Al together now 


Emergent character Al is the goal for the Autonomy Character Engine 
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А hungry ahark and two schools of fish 
give an example of emergent Al 
behaviour using Biographic's ACE 


URL 
www.biographictech.com 
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PU load and the drive towards 
(С pnotorealistic graphics have 
been the two major bottienecks 
to restrict the growth of Al in 
games, according to Biographic 
Technologies’ president and 
CTO Paul Kruszewski. But with 
significant movement on both fronts, 
he predicts strong improvements. 

“The next thing is to improve 
interactivity, In particular with 
autonomous characters,” says 
Kruszewski. "Al-heavy games like 
The Sims and Black & White are just 
the tip of the iceberg. This decade 
of game development belongs to Al.” 
And, with the release of version 1.0 
of BioGraphic's Autonomy Character 
Engine (ACE), Kruszewski is putting 
his money where his mouth is. 

A middleware А! engine, ACE 
is designed to allow easy access 
to both artists or programmers so 
Al can be added into a game using 
plug-ins for modelling tools such 
as Maya or via a programmer's 
SDK. “ACE has two key 
characteristics: realtime performance 
and programmable SDK,” Катей 
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explains. “Since ACE is a realtime 
engine, artists have a great deal of 
interactivity. Through MEL scripts 
and key frames a technical artist has 
almost as much control over ACE as 
a programmer, As ACE also comes 
with an SDK, it can be linked not only 
into the art package, but the level 
editor and ultimately into the engine." 

As the CPU performs 
АІ calculations, multiplatform 
compatibility is not an issue. 
but integrating into game engines 
certainly is. The behaviour of an А! 
character is obviously dependent 
on such variables as geometry 
and collision detection 

"From a programming 
perspective, 
engine as a main loop that contains 
successive calls to the various layers 
of the world: the geometric layer; the 
А! layer; the physics layer; and the 
rendering layer." says Kruszewski. 
"The geometric layer tells the Al layer 
the state of the characters’ world. 
The Al layer then decides how the 
characters react to their world. The 
physics layer then enforces physical 


we view a game 
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reality on the characters. The 
only hooks needed are to create 
the brains of the characters, update 
them on the state of their world, and 
respond to their desires for motion." 
Despite ACE v1.0's imminent 
release, Kruszewski is keen to 
discuss v2.0. “V7.0 is a reactive 
system with no real knowledge- 
acquisition mechanisms. In v2.0, not 
only will characters be able to learn 
and remember, but they will be able 
to use this to plan. For example, with 
v1.0, we are able to create a simple 
Capture The Flag game in Maya 
and export Into an engine based 
on Criterion's RenderWare. Some 
characters can charge at the flag and 
fight, while others can hold defensive 
positions. They can't make complex 
decisions such as retreating, nor can 
they take advantage of terrain 
Using v2.0, our CTF demo 
will get a lot more deadly. 
We have only just begun." 
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One demo involves Roman soldiers who have to react to an 
ambush, ав well as traverse mountains and dodge boulders 
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Brain In A Jar diary, part six 
by managing director Matthew Gabriel 








Stuntman (above) impressed the Brain 
In А Jar MD, but he found Gran Turismo 
3's handling largely unchanged 
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ust returned from ЕЗ, and 

what a show it was — although for 
some reason it seemed much more 
relaxed this year. | think we organised 
our meetings better than last year, 
leaving more time to get from 
meeting to meeting. What did you 
all think of the show? Did Nintendo 
steal the day for you as well? 

MCV reckons it is 'Advantage 
Nintendo', and | would have to 
agree. Considering the lack of hype 
from Nintendo they not only stole the 
show, but they did it in style. Sony 


IJ. 
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looked like they knew exactly what 
they were doing with some good 
titles coming soon, but it seems 
the disappointment was XBox. 
Most people I spoke to were 
not impressed. There were some 
interesting titles around, but as usual 
| didn't get much time to wander the 
showfloor. | tried to do the rounds on 
the driving games, obviously taking 
a good look at Gran Turismo 3. tt 
has improved a lot since | last saw 
it, and now looks very good, but 
the handling seems like it is pretty 
much the same as previous 
versions, which, admittedly, 
isn't necessarily a bad thing. 
Another game that looked 
really good was Stuntman, displaying 
what looked like an impressive car 
model and physics engine. | will be 
looking forward to that game not 
only to play, but also to compare 
to our physics and car model. 
We had some great meetings, 
pitching our new concept. The idea 
seemed to go down very well, with 





The Game Developers Conference proved 
some inspiration for BIJ designer Pig 


Nintendo not oniy stole the show, but they did 


all the püblishers we saw wanting 
more. After the chaos of getting 
everything ready for E3 — for which 
I'd like to thank the team (they 
worked through the night) — we are 
now busy preparing more materials 
to send on to the publishers we met. 
The other interesting thing was the 
number of publishers with green-lit 
concepts who were looking for 
developers to develop them. We 
are in the running for four of these, 
which has got to be good news. 
The other strange thing that 
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happened was а real bonus for 
us. Sky TV are making a six-part 
documentary on the game industry 
to be shown on the .tv channel 
towards the end of June. They 
contacted us through our agent 
Mark Cochrane to feature in one 
of the six parts. So, having met them 
in London before ЕЗ to discuss the 
programme, they came out to the 
show with us. The idea is to follow a 
development team attempting to get 
a deal, which involved them filming 
us before, during, and after meetings. 
Most of the publishers weren't up for 
being filmed, so unfortunately there is 
very little footage of actual meetings. 
They also followed me round 
the show looking at games, and 
attempting to get a Sony party ticket. 
So, if any of you saw me wandering 
around E3 being followed by a 
camera, | apologise for looking a 
complete twat. It was actually good 
fun, though, and once we'd done the 
first meeting with Dolby the there's 
a camera in my face, I'm going to 
freeze’ effect disappeared. They 
are coming up in about a week to film 
us in the office working on post-E3 
materials, so if you want a laugh tune 
in to Sky Digital to watch some silly 
Americans shout: "Is he famous?" 
We have now moved into the 
new offices. The team moved in 
while | was at E3, which means I've 
avoided dismantling and rebuilding 
the desks twice now. It's so much 
nicer to be in comfortable 
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surroundings, and it's a more suitable 
place to bring publishers to. | didn't 
realise how much testing they do at 
the Oulton Park Circuit; it seems to 
be every day so far, but | have been 
told that we are now entitled to free 
tickets to all events held at the track. 
In my last diary | said | would let 
you know my thoughts on the Game 
Developers Conference, and it was 
well worth it. Both Chris and Pig 
came back buzzing with ideas 
and immediately called a meeting 
to discuss the direction we were 


| style. Sony looked like 


taking with our concepts. This has 
spilled over to the rest of the team 
and lifted us all. Piq has come up 
with two new concepts since 
returning, and one of these is what 
we pitched with some success at E3. 
Chris came back with two new books 
covering programming subjects that 
had caught his interest at GDC. 

From the mighty pen of our 
designer Pig, his comments: ‘It was 
my first trip to GDC, and | found it 
infinitely more useful than any of the 
numerous trade events I've attended 
over the years. It was quite a 
revelation going to a show where 
you actually pick up something 
useful besides the usual piles of 
trashy freebies and pamphlets you 
never look at again. The standard of 
the lectures was variable, but that's 
only to be expected with the number 
of speakers there, and when they 
were good they were blinding — Will 
Wright's discourse was particularly 
special, and Merv Minsky was 
excellent іп a mad professor kind of 
way. For an impoverished company 
it's quite a big slice of cash to cough 
up to send two people to the GDC, 
but it was worth every penny, and | 
recommend that everyone should 
badger their bosses to go. Even if 
you don't learn much (which we did), 
it will certainly reinstall your faith in 
the industry and prove that events 
can be much more than extravagant 
piss-ups and booth babes’. 

Until next time... 











Head Over Heels 


It was based on old code, inspired by an earlier title, and had its plot 
lashed together in a matter of minutes, but Jon Ritman and Bernie 
Drummond's opus ended up a masterpiece. Edge finds out how 
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ead Over Heals was blatantly 
- MOdelled on Knight Lore anc 

borrowed 80 per cent of its 
code from another title. Hardly 
credentials to assure the isometric 
puzzle game а place in the annals of 
videogame history, But that last 20 
рег cent of code, bnilkantly conceived 
and honed to perfection, explored 
new territory in terms of character 
co-operation and level design. 
Indeed, the symbiotic partnership at 
tha heart of the game demonstrated 
an audacious level of sophistication. 

Fittingly, Head and Heels 
were born out ol an alliance between 
artist Bernie Drummond and coder 
Jon Ritman. “Jon had this idea of 
symbiosis after watching a 
programme about animals which 
could combine together in nature,” 
explains Drummond. "It was his 
idea, bul | vaguely remember this 
Marvel Comic version of "Planet 
Of The Apes’ back in the "70s. 
There was a story in which a догйа 
and a human teamed up. The gonila’s 
ams were broken and the humans 
legs were broken, so the gorilla gave 
the human a sort of piggy back. 
When Jon suggested the idea, 
| took й in thal cirecton.” 
While Drummond imbued 

the game with its distinctive surreal 
quality, Ritman concentrated all his 
ettorts on game design. “1 worked 
on all the 780 versions." he recalls. 
“The Amstrad CPC, the Amstrad 
POW, and the Spectrum. But at the 
time | never thought of Head Over 


с 127 2 













Г] 
yr | 


a 


ы v f Fy ; 


Kd om ee 
i 








^ 3, a >" 
= | А, T E 1 a Fr 
Е a 
=F | 


e 





Head and Heels began their quest in the same location 
em to overcome increasingly complica! ни. 
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was virtually thi same code. | can 
Clearly remember thinking that this 
new game was just a way that 
allowed me to get more variables 
into the amount of puzzles.” 

Ritman's masterstroke was 
to take the existing isometnc puzzle 
game formula — farnously pioneered 
by Ultimate's Knight Lore -and add 
а staggering level of intncacy by 
creating two characters which could 
join and separate at the whim of the 
player. Head was granted the power 
to jump to high places, while Heels — 
a dog-like character ~ could move 
fast over flat surfaces. Further puzzle 
combinations were provided by the 
tools Head and Heels could discover 
during the game. Separately, the 
duo could only operate to a limited 
degree, but together they shared 
ther skills and could overcome 

*| was frequently coming up 
with quite Complex problems which 
would include a mental element plus 
a physical element,” reveals Hitman. 
“There's a room near the beginning 


of the game which has a Dalek with 
a Prince Charles head on the top. 
That's where you get the bag for 
Heels. Initially, that was far more 
complex and had a lot of mental 
Stuff in it. Bul when | watched a 
friend play it | realised that there 
was a problem. II someone thought 
they solved a mental element and 
then failed the physical lest because 
they diini make a jump, they would 
then assume they hadn't solved the 
mental puzzle even though they had. 
They would start trying other stuff. | 
realised | had to separate Ihe two. 
So, | would put a mental puzzle with 
minimum physical problem in one 
room, and then a physical problem 
with minimum mental problem in 
the next тоот. Il was the only 
way that made it work." 

Though Ritman created 
and implemented all the puzzles 
in the game, Drummond's artwork 
provided much af the inspiration. 
With a simple draw program — and 
litte computer exporience — the 19- 
year-old artist began experimenting 





Dy moving pixels around th 
screen until images tibus tO ТОЙТ a result of the creature eating the 


did have a surprisingly large input food. Stairways made of sausage 


doughnuts to paralyse enemies — 


considering | was new and didn't dogs would disappear whenever 
program,” recalls Drummond. “At Head appeared in the room = they 
first | didn't really know what | was were scared of their canine rival, ran 
doing and | was turning pixels on the logic. Players could constantly 


and off in this little box. If you looked alternate between the two 


over my shoulder after 20 minutes z characters, thus avoiding the 
would look like a Rorschach test. | frustration of encountering a single 
you looked half-an-hour later you puzzle which could not be cracked 
would just go, ‘Fuck, that's Emest Although Head and Heels began life 
Borgnine — how did you do that?" apart, one of the game's main goals 
was to bring them together. 
easingly, Hitman placed a room 


alongside his surreal style inspired close to the start in which both 


Drummond's improvised 


approach to graphic generation 


many of Hitman's desian decisions cnaracters Could see each other 
"My look was a cross between Dali Sut not actually meet. It was a 
and Disney," he adds. "Jon never inspired touch which typified 


rejected anything. | used to give 


him 12 pictures, and there would 


the game's charming design. 
Hitman developed Head Over 
be a Welsh dresser, a suitcase, ora Heels simultaneously for all the 280 
stack of bricks on a hod. Jon would machines. H& was strict with his 
go, "What is that? It's gorgeous’. He coding, ensuring that only three 
would utilise them slightly better than routines needed to be altered to 
га imagined, | saw them as pretty port it over to any of the formats 
But it was Ultimate's seminal Knight 
Lore which spurred Ritman on 
make it so Head can't use them towards producing elegantly 
because dogs don't walk on dogs." designed and coded game 





Each character had a item to help them on their mission. Heels could collect objects in his handbag 
while Head had a hooter to shoot doughnuts. Finding these tools formed the first goal in the game 





"Immediately after seeing Knight Lore | just wanted 


pictures, whereas Jon would go to do that. It was the best thing I’d ever seen. 


Four dogs as a staircase? We'll 


It's like where you were when Kennedy died" 


The design of Head Over Heels 
was а glorious example of instinct 
over method. Hitman didn't plan a 
thing. He added rooms one by 

ne and left the code which joined 
his characters until the very end. 
The approach belied a game 

which exuded an air of delicacy and 
sophisticated structure — qualities 
which ony crystallised towards the 
very end of development. Spanning 
tive planets and a moon surface, 
the game contained a massive 301 
rooms. With such an eclectic array 
of graphics at his disposal, Ritman 
had little option but to build a 


story around the two central 


bizarre 


characters. As two spies from the 
planet Freedom, read the blurb on 
ihe Game cover, Head and Heels 
are sent to liberate the Blacktooth 
"| made the whole game up 
and then added the bullshit in the 
last ten minutes," admits the coder 
But for all its Dali-inspired 


Empire 


Imagery, Head Over Heels 
femonstrated a reliable internal 
consistency. Heel's hooter would fire 





poni ices, "Immediately after 
seing Knight Lore | just wanted t 
do that. It was tne best thing I'd ever 
seen. Its like where you were when 
Kennedy died. l've talked to Chris 
Stamper since then about Knight 
e, and | know that the efficiency 
of Batman and Head Over Heels 
was so far beyond Knight L 
particularly in the way the 08 
were generated. He used а BK 
buffer — БК out of 48K is oe a 
serious hit. | used a 256-byte buffer 
a huge difference, which gave me 
enough room for the whole map." 
The only way Hitman could 
стат all the data into the buffer 
was to use a grouping routine. "The 
whole map was contained in 5K. It 
was a bit-streamed map format with 
ots of optimisation. | put individual 
bricks down and then, for instance 
arouped together a row of eight 
bricks. In memory terms, | could 
then put down that whole row 
as If it were a single brick. It might 
only take a byte to put that down, 
soa byte of memory and you 


have a row of bricks." 

The game took nine months 
to complete, and once finished only 
the small matter of the game's name 
required tweaking. "The working title 
was very appropriate nowadays,” 
laughs Hitman. "From the very 
beginning we called it Foot And 
Mouth. It started off as a joke, but 
by the end of nine months we were 
getting attached to it. | took it to 
Ocean, but ihe iust said, “You've 
got to be joking’.” 

Some games shake the gaming 
firmament with an original concept, 
others startle with groundbreaking 
visuals. While Head Over Heels did 

either of these things, its purity of 
level design, imaginative puzzles, 
and character mechanics placed it 
a world apart from its closest rivals 
"But its greatest achievement is that 
it is still valid as a game,” concludes 
Hitman. “When | look back at Head 
Over Heels, particularly an the 
Amstrad where it was very colourtul, 

just think it still plays 
incredibly well, It was special." 
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Examining gaming history from Edge's perspective, 





Issue 36, September 1996 


1. Little Big Adventure 2 
towers over the Prescreen 
section 2. Peter Gabriel 
entertains nuMedia 
followers with a bubble and 
a urinal 3. Quake's novel 
advertising campaign 

4. Criterion's photoshoot 
sends them back to the 
1850s. Nobody's quite sure 
why... 5. The cover feature, 
a deeply involving look at 
the world of data storage 
6. The Bitmap Brothers' 7 


Ihe industry's favourites frc 
managing director, Charles Cecil. dumps his 
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RESET 


Where yesterday’s gaming goes to have a lie down 


Choosing a lead teature isn’t easy when your 


magazine lies at the page of Interactive entertainment. 


The retina-scamng cover art of issue 36 may have 
implied something tecnnologically mindblowing: history 


daesn't record how deli ignitec readers were to consume 


an sight-page feature on data storage, including 
thoughts on transistor density and bits per sciuare inch. 
‘Europe unlikely to igure in N54 strategy’ mumbled 
the news section, a cautious soundbite which would 
prove all too accurate 


surprising thase who'd hoped Sonic Team's A БОТЫ” 
= 


DID THEY REALLY SAY THAT? 
"We're trymg to set up [Бедаво] ав ап independent somar 
Sofware Жаы» са: TE realy should De pubteshing an any patim. 
Geza's former LIS president, Tom Kalinske. has а bright ides 


DID EDGE REALLY GAY THAT? 
Cie Hard 3 could not be described as derivate 
combining elements of Destruction Derby and Adige Racer 
йапуайый п, 1. = something deive from another source 


TESTSCHEENS (AND RATINGS! 
Z (Pi: BETO), NIGHTS Into Dreams (Satur; B/10) 
Die Hard Tmogy (P3; (70) Decathiete fatum; 87101 
Time Commando [PC; 6/10), FT (PS: TO) 


m yesteryear. This month, Revolutions 


fam hy inr Marcrafr 2 








five years ago this month 


Into Dreams mignt receive the same attention as the 
previous issue's Mario 64, Edge's damning review of 
the Saturn's great white hope scored it at 8/10 ("Not 


quite enough to be ап all-time classic"), staking the ire 
at anti-Edge Sega zealots nationwide: 

Blade, slated for an Autumn '96 releases but 
eventually drei nto Severance, made its debut 
Prescreen appearance: ‘Blade's realtime light sourcing 
and shadows are just two areas where it excels’ 
gushed Edge. 'Hebellact| s effort is sat 


те sra 


to raise 


akes ina stroke’ егп y they'd (1 known 





It was 1997, and poor-quality 3D was all the 
rage on the PC. The ATS genre was in Its infancy — 
and then Warcraft 2 came along. For all us sad 'Lord 
Of The Rings’ fans, the rich 2D graphics drew us into 
a wonderfully appealing fantasy world. While the 
story was a bit dodgy, the gameplay was excellent 
and the balance was just right. The graphic design 


af the units was fabulous and, crucially, they were 


drawn in such a way that their function was 
immediately obvious, as were their strengths and 
weaknesses. This made the game wholly intuitive. 
My wife and kids were abandoned as | sat, hunched 
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over the PC, relegated to the spare room. 

Warcraft 2 is still, for me, the best RTS. Tire. 
have been dozens of others since, but they have 
all fallen into the sequel trap, namely that developers 
(and publishers) didn't really identity why the original — 
games were so great and so built on the wrong 
elements at the expense of right ones. | look forward 
to Warcraft 3 and hope that it really does build on 
the best elements of its prequel, Blizzard's admission 
that they have been redesigning the title explains 
the long delay, but suggests that the visionis- = 
wavering. Let's hope that they getitright. | 
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FAQ 


Takayoshi Sato 


LUE gi 


akayoshi Sato is a manager, director, апа 
T? artist at Konami America. Having moved 

to the US, he's been studying western 
phonetics in a bid to overcome lip-synching 


problems due to the differences in Japanese 
and American enunciation 


What was the first videogame you played? 
space Invaders, by Taito. 


What was the first computer/games 
machine you owned? 
A NES. 


What was the first thing you ever created 
for a computer or console? 

When | started in the industry, it was Sexy 
Parodius: But | remember | created a shooting 
game in BASIC. 


What was your first job in the industry, and 
what was the first thing you ever designed? 
Since Sexy Parodius was a conversion, the only 
part that | designed was the option screen. After 
that | worked on Silent Hill. l'd say that the 
character design in that was my first industry job, 


What's your favourite game ever, and why? 
it's the interesting, revolutionary game that I’ve 
been warming up in my head. 


What was the last game you played, 

and what did you think of it? 

It was CounterStrike. All of us at work connected 
and played together. Although | usually get killed 
first, it's really fun to have a tag match with 
people | know, Although I'm a creator of visuals, | 
forget that when | play a network game. 


How many hours a week do you 

actually spend playing games? 

| don't spend much time playing games since | 
stay late at work every night. Thus | suppose | 
spend about two, three hours a week. 


What's your favourite book, album, 

and film of all time? 

When | was in school, | read a lot of Japanese 
literature. Overseas literature tends to be difficult 
to read once it's been translated into Japanese. 
I'd like to read the original text, but that's not 
possible. As for music, | like 1970s sounds. 
Movies: | like Paul Verhoven's work, like ‘Turkish 
Delight’, ‘Robocop’, and ‘Basic Instinct’, 


Which Web site do you most regularly visit? 
Sexy Web sites, 


What game would you most liked 

to have worked on? 

| suppose since | made Silent Hill fram the start 
that | have the deepest affection for Silent Hill. 


Of all the games you've been involved in 
the past, what's your favourite, and why? 

It is Silent Hill as well (| have been involved with 
two titles only, Sexy Parodius and Silent Hill). 


What stage is your current project at? 
То а good extent it's finished. 


Which aspect of it do you think will 

impress players the most? 

Wa tell the story in a way that doesn't happen 

in other titles. In order to make the most of this, 
the background plot Is perfectly incorporated as 
well, We're trying to impress game players much 
more than in the previous Silent Hill. Generally 
Speaking, one aspect that will impress players 
the most is the showing of ‘the world’ created 
with visuals and sound in a very focused way 


What videogame are you most looking 
forward to? 
PS2 Metal Gear 5010 2. 


What disappoints you about the industry? 
| get disappointed with the fact that even though 
projects now require a lot of money, the system 


^| get disappointed with the fact that even though projects now 
require a lot of money, the system of game development is old" 


What's the first game you look for 

when you walk into an arcade? 

Mo-Cap Boxing and Police 24/7, both 

by Konami. They were really cool games. 

Police 24/7 has a Japanese city (based on 

the Shinjuku area, in Tokyo) that's so realistic | 
really get shocked when | shoot a pedestrian by 
mistake. The feeling of being there is really good. 


of game development is old. We make projects 
with a profitable future, not ones that depend 
on the developers hard work. In the past we 
could just rely on the creators. However, now 
we must be able to predict profitability from 
Ihe start to invest in a huge project 


What do you enjoy most about working in the 








videogame industry? 

When ! cornplete a project and grin while 
looking at my work over and over. Also, | enjoy 
i when | aet praise from my acquaintances to 
whom | forcefully show my work. 


Whose work do you most admire? 

| can't say exactly, since | have only seen the 
inside of Konami. Usually the public only gets 

to see team leaders rather than the actual game 
Cevelopers, An example of getting to know some 
people would be Mr Hideo Kojima, | really admire 
his vitality: he does the work of an executive, а 
director, and a scenario writer at the same time. 


What new gaming platform are you 
most looking forward to? 

| have expectations for XBox, or, should | 
say, Microsoft. If Microsoft has the initiative, 
tha platform will be tha most stable. If the 
platform becomes stable and the human 
resources are fluid, the names of game 
Writers will become stable too. With this, 
we could see an improvement in the quality 
pf the product and the cultural value. 


What are your thoughts on mobile 

phone gaming? 

Mobile phone gaming is currently specialising 
too much. You can make profit that way, but 

| don't think it'll change many people's way of 
thinking. Fm sure that mobile phone gaming will 
ре popular, but as a creator Fd like to discover 
and invent, rather than just go far profit. Also, 
speaking from a creator s point of view, I'd 
prefer to be using state-of-the-art material, 


I'd like to comment on the technology that 
pushes the boundaries of what is possible to be 
represented in videogarnes, and how it affects the 
player. As technology moves forward, it becomes 
possible to depict the ‘real’ world more easily then 
before, but this brings a lot of problems. 

| recently got a ZX Spectrum emulator for my 
PC, and, playing the games from the early ‘808, | 
couldn't help but notice that, even though the 
araphics were crude, and the physics completely 
off (most of the time), the enjoyment was as great 
then as it is now. Thinking why it is so, | concluded 
that both the graphics, the stones, and all the game 
effects left a lot of room for the gamer to fill in with 
their own imagination, Just like reading à book, 
each player got to form the remainder of 
designer to leave unfinished. This is not the case 
any more. Being able to construct very detalled 
worlds in the games leaves almost nothing to the 
gamer to imagine. All that the gamer is left with is 
noticing the mistakes in the game, and that leaves 
little space for enjoyment. 

Now it seems that game development is 
in a state of transition that even the fiim industry 
couidn't get out of: that of the inability of designers 
to use all the technology at their disposal. 
Mimicking ‘reality’ in games is just the minimum the 
technology enables ~ the real potential lies in 
making worlds with their own rules that are different 
from the one that we are living in, but in а manner 
that would be complete and that won't leave the 
gamer noticing the mistakes this new world shows. 
There is something to be learned from science 
fiction as a literary genre: even though the writers 

can't write about the things out of human 
expenence, they wrap their stories in imagined and 
non-existent appearances, so they can tell us 
something about our Own society and ше, The 
зате could easily be applied to game design, and 
most specifically to the stories games tell and the 


Letters, Edge. 30 Monmouth Street, Bath BA1 2BW 


Шш | 
| | Communicate by post: 
| | | edge@futurenet.co.uk 


design of the game environments. | can't 
wait for that moment to arrive 
Stajic Aleksandar, via email 


What is it that you have against the PC? 
Any chance you get you moan about ‘the 
excessive realism’ or what you see as ‘a lack 
of innovation’ — even the mouse and keyboard 
are regularly put down, Maybe you've been 
trying to convince yourselves since Doom that 

Realism is not something you can knock. 
Simulation gaming is totally separate from the rest 
of the gaming industry. It's there for people for 
people who want to fly planes and command 
armies but never can in the real world, so the 
more realistic it is, the more immersive It is for 
them. You say it isn't ‘fun’, but try telling them 
they aren't enjoying themselves. 

And on innovation, in the last five years 
the PC has made leaps and bounds in the 
aforementioned simulation gaming, and has 
created at least two new genres of gaming (ATS 
and FPS), not to mention what it has done to 
Online gaming and roleplaying. Can you show 
me anything similar that consoles have done 
recently, on the same scale or otherwise? 

As for the mouse-versus-joypad debate, that 
was concluded when everyone bought a mouse 


and keyboard for their Dreamcast, 


There are certain things the PC can do better 
than any console: firstperson shooters (some 
people won't admit it, but Half-Life is superior to 
Perfect Dark), realtime strategy, simulations (from 
Hidden & Dangerous through The Sims, to god 
knows how many flight sims), and online gaming 
(with the likes of CounterStrike and EverQuest). 
Likewise, there are certain things that consoles can 
do but the PC can't: beat 'em ups, platformers, 
and games like Jet Set Radio (whatever genre that 
tsi. And there will never be a 2608 on PC. 
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| do own a couple ol consoles, and | enjoy 
being able to sit down and play for ten or 20 
minutes, but | get my true gaming fix by spending 
a much more immersive couple hours on my PC. 
The point is that the PC is not ап oversized, —— — 
arrogant console, and if it is rated as a console it 
will always come up worsa. It's a completely 
separate entity and It's none the worse for it. 
Brian Ashford, via email 
Comparing PC gaming to console gaming is a 
pointless exercise. Healism is games is increasingly 
relevant, though. With the technology at their 
disposal right now, it's clear that devcos must 
make compromises when attempting to deliver 
representations of real-life scenarios/events. 
Operation Flashpoint (see p90) does this by 
simplifying gameplay elements such as vehicle 
control = it doesn't try to make its jeeps behave in a 
Gran Turismo-style manner; if it did so it would be 
simply over-egging the pudding, As It stands, It 
succeeds in walking the line between videogaming 
and real-life belevability, But this is exactly where so 
many PC games tall down: by not being able to 
even identify that line. Naturally, flight sims must be 
as 'simmy' as possible by their very nature, but if 
‘sim’ isn't in the game in question's category, then 
don't expect its oversights to be forgiven. 


A while back | seem to remember Edge 
berating non-videogarne magazines for reviewing 
games when they really had no clue about them. 
| would therefore llke to ask Edge to refrain from 
tha topic of real martial arts after "The Making Of... 
The Way Of The Exploding Fist" (E97). 

Mr Barnett's claim to have read 'every book in 
tha district! must have amounted to the sum total of 
one, and a nat very good one at that, So inaccurate 
was he in his description of Wing Chun and Bruce 
Lee's ‘art’ that it was a bit like me making a 


Simon Wyndham damns Edge's martial-arts 
knowledge, something apparently exposed 
during E97's Exploding Fist 'Making Of' 








Statement like: “Daytona USA was really developed 

to help people on their advanced driving courses.” 
Please give a BS alarm first next time. Good 

article, though. However, | would love to see one 

on international Karate+. 

simon Wyndham, via email 

Edge bows its white-bandanna'd head in apology. 


In issue 97 of Edge there were pictures of the 
XBox broadband adapter. It looks to me like it is 
just slightly smaller than the GameCube. Is it 
because Americans think bigger is always better? 
GameCube 's broadband adapter fits snugly on the 
underside of the machine. And why do the XBox 
units feature LCD displays? | see no use for it, and 
it is just going to add to the cost. Bigger is not 
necessary better. 

Ken Wong, via email 

You should've seen some of the mullets at ЕЗ. 
Like stately robes, they were. Shocking. 


А lot of peopie nave come down on Nintendo 
fairly hard for shipping development of GameCube 
Matroid to Retro Studios. But few people seem to 
know even the basic facts. To start with Retro 
Studios is a secondparty of Nintendo, ie not some 
bunch of cowboys hoping to make a quick Duck. 
Equally importantly, Metroid was never great 
because of its gameplay. 

The mechanics of jumping and shooting 
weren't very complex, especially compared to 
Nintendo's other platftormers. It had cool graphics 
and a storyline which was well presented for its 
time. Only the gadgets and the bosses introduced 
the occasional thrill. It's not rocket science, and it's 
not Mario — which relied far more on tur level 
design than the relatively gimmicky Metroid. 

эо, Retro don't have the genius of Miyamoto, 
but the Metroid games never did. They were 
produced by a different division of Nintendo 
altogether (was it HAL or Intelligent Systems7). and 


Ben Wharton, who put together onedotzero's 
Lens Flare showcase, believes that FMV 
sequences should be judged on their own 


if (ne old Metroid games never had his touch then 
why should the new one fail without it? 

Toby Lieven, via email 

No, the Metroid games had the touch of NCL 
genius Gumpei Yokoi: Anyway, if you didn't really 
care for the unadulterated brilliance of Super 
Metroid, why are you defending the production of 
the GameCube update? To suggest that its design 
values were anything less than videogame rocket 
science, you need some time with your GP. 


When | first started to read Jason Scott's 
letter in E98, | was glad to see someone talking 
sensibly for once. | certainly agree with the fact 
that Sony have the upper hand against Nintendo 
and Microsoft in the race to win over the 
uninformed gameplaying pubbc. 

But then | read the little gem of a line: 'Huge 
gap left by the end of Sega machines’. Now | was 
confused. If there really were a huge gap in the 
market, then | don't think Sega would be shutting 
down hardware operations, they d be trying to 
exploit i. The whole point is that the market just 
wasn't big enough for the Sega hardware 

| believe Microsoft should, and will, go for the 
throat. They won't be looking for a small niche. The 
amount of money they and their partners have 
poured into the XBox indicates they want 
domination, as with any company in their sector. 

Returning to the topic of Sega, I'm glad to 
see them move to concentrate on software and 
fully expect them to create some truly inspirational 
titles. Let's just hope they release their games on 
multiple platforms rather than choosing just ona. 
That way more people can enjoy the quality of 
the products they make. 

Justin Klim, via email 
That $500m will be going for the throat, all right, 
and just about any other bodily region available. 

Regarding Sega's plattorm-target plans, the 
company is currently taking something of a 


scattershot approach, as VF4 on PS2, PSO vera 
on GC, and JSAF on XBox attest. Despite its size, 
the company has limited resources. Expect these 
initial experiments to eventually give way to a more 
focused approach once a clear leader in the 
console space is determined. 


Yes, the majority of games released are 
devoid of plot, emotion, and convincing dialogue 
[with reference to E97's Prescreen Intro]. However, 
so are the majarity of films, and they have been an 
accepted artform for decades. 

The games industry is still in its infancy 
technologically and still has a long way to go to fully 
explore its potential, but to say "We need to accept 
a harsh truth... videogames have not yet risen 
above the level of prepubescent comic books' is 
selling our hobby — as it stands — extremely short. 

| dety anyone to play Pranescape: Torment and 
not run the gamut of emotions, be drawn utterly 
and imrmersvely into the environs and story, and 
hold a heartfeit wish that it wasn't over when the 
end credits roll. Thal game alone negates any 
arguments to the contrary of ‘games are art’. 
Unless your definition of art includes the need for 
acceptance by seif-important, near-sighted critics. 
lan Wilson, via email 
Planescape: Torment wasn't reviewed in Edge, but 
it's been played enough here for the team to be 
familiar with its sixth-form-style narrative. 


As the programmer of Lens Flare, the 
onedotzero festival focus on animation in computer 
and videogames (featured in Frontend, E98), I'd like 
to reply to points made in your report. 

As an animation compilation, Lens Flare has 
never attempted to give explicit value judgements 
on the work showcased, nor does it describe the 
reiationship between the ‘passive’ animations and 
the interactive gaming experience which they 
precede or enveiop. The reason is simple – 


‘The amount of money Microsoft and 
its partners have poured into the XBox 
indicates they want domination, as 
with any company in their sector 





oanedotzerm's compilations are not a venue for 
critical analysis, They are a celebration 

However, as was stated, such measurements 
of success, he it in technical, emotional or narrative 
terms, especially in the context of a gaming 
expenence, are vital if this sector of the interactive 
industry is to ever achieve what | believe it has the 
potential to become — an artform in its own right. 
And that is why | have begun to write about these 
vary things in CG! magazine, because, unlike Edge, 

don't believe that developers should be leit alone 
tà find tne answers. 

We need debate, we need discussion, we 
need players being а whole lot more critical and 
demanding of every aspect of the software they 
choose to purchase. So many talented artists 
don't get the credit they deserve, while mediocre 
work offen goes unchallenged or 15 izarren] 
apolaucied, Many would say that it's the games 
and тки the pretty pictures which are true test 
af a healthy industry, but when animation in its 
many forms holds the promise of not only 
broadening the appeal of videogames, Dut ао 
developing the emotional hold and depth of a 
medium, ignoring it seems folly 
Ben Wharton, via email 
Edge readily concedes that developers shouid not 
be left alone to find answers when it comes to FMV. 
But it is ready to admit that it is developers who 
have the ultimate responsibility to put those 
answers into practice. Whether or not ingame FMV 
can become an artform in its own right is a moot 
point, (hough, since it is debatable whether the 
dissociation of FMV from the interactive sequences 
that follow it is beneficial. Which is why Edge 


considers FMV within the context of monthly articles 


that pose questions about the technical, emotional 
and narrativa aspects of videogames as a whole. 


What is your Utopia? Why is it constructed cut 
ot contradictions? Why do you promise yourselves 


Tom bemoans the fact that GoldenEye will always 
get mainstream recognition over Perfect Dark. 
Which is not to say he wants that to change... 


that it will be reached once gaming has as much 
kudos as other arts = specifically music/movies = and 
yet then tell yourselves that nirvana will be reached 
once the endless spiritless masses of sequels is 
banished? Is that not in itself a contradiction? 

Look at both these Industries you would have 
ours be like and you will notice that they are flooded 
by over-hyped tripe, and products which are, in a 
sense, more manufactured than created. Do we 
want lame products, designed tor those who rather 
nat gat involved in the complexities of this universe, 
or do we want ourselves to remain the main 
customers of tha videogaming industry and have 
our every need seen to? Do we want the huge egos 
thal are associated with the movie and music 
industries? No, how can we, as a fundamentally 
differant industry, sustain such vanities? 

We work in teams. we dont want to produce 
such products, we don't want to play such 
products! In the massmarket Go«denEye always 
triumphs over Perfect Dark; my “casual gamer 
friends prefer the reassuring and recognisable 
environment Bond offers to the much improved 
upon, but alien, Dark's, just as a shallow game of 
Tekken is preferred over the deeper Fighter's 
Destiny despite a more intuitive control system. 

Why do we want to drag this industry that ail от 
Edge's readers love kicking and screaming into the 
full public glare only to see it succumb to the 
demand for familiar environments? Both in the 
movie and music industries some of the very best 
products are driven underground, where insufficient 
capital fails to do the original vision justice. The last 
good movie | saw was ‘Crouching Tiger, Hidden 
Dragon’, and before that? | can't remember, | walk 
into a video shop, | have a hard time picking one 
that | like the look of, and as for music, I've 
practically given up on mainstream artists. Why 
ruin another good industry, en? 

Tom, via email 
It's already halfway down the road. Tom 


|. Why do we want to drag the industry we 
all love kicking and screaming into the full 
public glare only to see it succumb to the 
demand for familiar environments? 
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From the forum 


A selection of choice cuts from 
Edge-Online's discussion outlet 












оріс: Linearity in games 
Poster Toops 


лги: XBox to be emu machine of choice! 
Poster Vertigo 





hardware seems pretly damn similar 











Topic: M$ and the PM... 
Foster ShatnersBassoon 


| guys а за 





Issue 100 on sale July 13 


Next month 











Edge celebrates 100 issues of e-entertainment 
with a landmark special edition 
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